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"T! was the night before Spring began and all through the house, not a 
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A PREVIEW, OR SO 


The long delay of this issue of E should be exceptionel, but samé of you 
might have feared (or hoped?) that E would cease to exist. Nothing is 
less true, of course» As I told you in. the last issue of £, as long as 


you go on to contribute as up to now, as long as E obviously is Ssuccess- 
ful, as long as (by your contributions) the same quality of E can be hold 
(at least), I certainly shall go on. to publish E ~ and if ever possible 
more regularely than up to now, with more single numbered issues, too. 


The postal problems (postage-fee-increase in Switzerland) got solved in 
the mean-time: E will get mailed from Germany now, where the postage-fees 
are (still) lower than in my country. By this method, E now covers most 
of the costs - and if the amount of subscribers goes on to increase, I 
might either lower the subscription-fees or go offset for the same price 
(if no other price-increases will occur in the mean-time). Now, we'll see. 


The workload with E, B, and J certainly is considerable, but it is a fas- 
cinating thing (always: as long as you support it as up to now) - and I 
still like to do it. And, don't worry: I really am able to handle all 
this without that something or somebody else will suffer as much that 
this would force me to ceaSe publication of any of my zines. 


The only real problem might be that several of OUE main contributers got 
asked by a lot of other zines to contribute to them toa: I understand 
this, but let's hope that they nevertheless will stick to E as well. 


ana = we memes - - . ~ - 


Dear Frionds, 


the worst news first: a lot of you will know Michel Liesnard - Dippy play- 
er (one of the first on the European continent), wargamor, publisher of 
several small zines, organizer of the Ist and 2nd European Cons in Brus- 
sels, who also supported "Europa" very much from the first issue up to 
now ~ a fow weeks ago he informed me that he is suffering from Leucemia; 
he is in Texas now, but the US-doctors only give him a 20%=chance to get 
cured; also, Betty lost her unborn child. Since then I didn't hear from 
him - which is very unusual (since up to recently I got letters/phone 
calls at icast once a week) = and very alarming, too. His US-address is 
therefore yet unknown to me, but you may try to contact him by writing to 
Michel Liesnard, c/o Imperial Embassy of Iran, Ave Franklin Roosevelt 3, 
B-1040 Brussels, Belgium; letters should get forwarded then. He may be 
sure that all our best wishes and hopes are with him = but it might en- 
courage him to hear from you. 


% 


I fear this issue of E might be somewhat delayed. I'm sorry - and I cer- 
tainly will da my best to aveid another delay like this. Though, of cour- 
se, there are a lot of excuses and reasons for that: duplicator problems, 
Christmas, somo days of vacations ~ and then something strange must have 
happened to the lapse of time: it run much fasterthenusual. 

Actually, I was very busy with other things, too ~ things, of which I 
feel they are in the interest of European wargaming too: my publication- 
schedule was: Sep "Bumm" 7/8 (36 pages), Sep/Oct "Europa® 10/11 (102 pp), 
Oct "Bumm" 9 (30 pp), November "Bumm™ 10 (45 pp), Dec "Bumm" 11/12 (75pp), 
Jan "Joker"® 1°(38 pp), Feb "“Bumm" 13 (36 pp), Feb/Mar “Europa” 12/13 

(102 pp), i.e. 464 pages within seven months (66.29 pages per month). 
Now, it will not go on like this, I suppose ~ "Europa" now again will 

get priority, though I shall go on to publish my German/English Dippy- 
zine ("*Bumm") and the German little brother of E, "Joker". 


Reading the more than 100 different CoSim- and Dippy-zines I get, filing 
the info, organizing the material for publication takes a lot of extra 
time. And an awful lot of time gets used for writ ling letters. Finally, 
my mail-department at least partly broke down - I certainly owe a lot 
of you replics: please, understand that I too often have to deceide whe- 
ther 1! want publish or write letters... and, please, nevertheless go on 
to write me: I need your letters! They will tell me what you liked and 
disliked, what you want, why you subscribe to E, and they also will pro- 
vide me with the material which fills the pages of E (even if some of 
your opinions, info, reviews, articles will have to wait for weeks or 
even months until they get published: mast of it WILL get published ~ as 
soon as the appropriate topic will get discussed in E). And, of course, 
the more lctters I get, the more response I shall hear, the more I get 
encouraged to publish issues of £ which - hopefully - you like. 


A lot of you sent Christmas-cards: I appreciated this very much; may I 
thank you here for them? We didn't mail out Christmas-cards this year - 
and I was (cf above) too busy to even reply to thase I got. 


! 


‘Europa” got very favourably reviewed and mentioned in "S&T! 53,27 ~ un- 
fortunately they didn't give my address, so the propaganda cffect of it 
was zero; but it was anyway nice to read it - and maybe they will give 
my address in a later issue... 


This issue grow to another 102-pages monster; actually, first I only 
wanted to mail out a single-numbered issue (though exceptionally wath 60 
pages to make up for the delay). But when I had typed the 60 stencils I 
figured out how much info then wouldn't be enclosed and that it would 

be better therefore to delay the issue for another week or twa and to 
type another 42 pages. And now? You will find - at least short - info on 
probably most (if not all) games which got released within the last few 


“through this and some former issues of E, | could say that Mark is a 
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weeks and months; nevertheless, I still have several cxcellent reviews 
in hand (mainly on SPI-games and on some not recently published games) 
which I would have liked to publish now. I hope that all er mast of them 
can be published in a soon next issue of E. 

Also, I withheld a lot of Ops & Info material - partly because it wall 
get published together with bigger reviews and articles (which didn't 
find placc in this issue), partly because I am waiting for more material 
on the same topic, partly because newer games and newer info had to get 
priority. 

Those of you who contributed to E for a longer time now will know that 
this material isn't lost and will show up later; the others I beg to be 
patient - and all of you I ask to go on to contribute as much as possib- 
le: only if all or most of you do, you will get the varicty you want and 
the amount of info you expect. 

And — [ am really very sorry that I sat such a long time on such a lot 
of info and material (a lot of it excellent and very important) - and I 
really will try to do what I can that this will not occur again. 


A big part of this issue is written by Mark Saha. Actually, if I go 


kind of co-editor and co~publisher of E, even if Mark is not prepared 


to accept this title, unfortunately. But, it is nevertheless a fact that 
his trevicws are one of the most important parts of £. 

And I feel that this is good so. Mark is one of the best reviewers in 
the hobby (and most of the other really good and well-known ones write 
for E too - though I don't know how we/I deserve this), his reviews al- 
wayS give some additional info, his game-descriptions help us to find 
our own judgement (since he mostly likes the games he reviews, or rather 
vice versa: he mostly reviews those games which he likes) - and together 
with other reviews, mini-reviews, quotations, spinions we get this 
amount of info we need to really judge a game and to decice whether we 
should risk to buy it or not. 


There are some dangers connected with this - of which Mark and I are 
well aware. Som@of you could feel that he is writting anyway about every- 
thing - and some others that his articles get preferred to their own on- 
es. Both reactions would be totally wrong. I choose the material I use 
in an issue first by their subjects - I dec vide about which games I 
would like to inform you more detailed (mostly those which I have seen/ 
played mysclf, then some, a few others of which I feel they are impor- 
tant ones by the one or other reason), and then I go through my files 

to. find out whether I have enough material about these games to do so. 
(Actually, I still have several unpublished revicws of fiark in my file, 
e.g. about von Manstein, Bataan, Kasserine Pass, several SPI Quads, the 
other Tobruk games, etc). Ta a lesser extent I can try to give word to 
as many of you as possible: I'm trying to give each issue of E a kind 


of ‘face’ = and therefore I am collecting smaller articles and ops & in- 
fo pieces until they will get more weight by their number or until an 
apropriate bigger piece shows up. And ~- everything has to fit into an 


issue (actuelly, I didn't publish several of my own pieces too, because 
they didn't fit in an issue up to now...). 


Now, I hape nobody will misunderstand this now. You as woll as I certain- 
ly know how much we owe to a lot of other regular (and irregular) con- 
tributors too. — wouldn't be what it is without them. What IT said above 
wasn't meant to detract from their unvaluable merits - it was rather to 
explain a fact which sometimes disturbs me. Amd Mark, too. Okay? 


The numbers of subscribers is increasing, slowly, but steadily (up to 
now). But you may still have some friends who didn't subscribe yet. Can 
you ask them again? More subscribers are more potential contributors, 
too. And there always will be a need for more contributors... 


} - 
Yours sincerely, 9th. Qee Qae. 


EL Gr Oot ns atk tel ar eaten Ep ones _MARK SAHA: BEAT_INFLATION_STRATEGY 


BEAT INFLATION STRATEGY GAME (AH) (by Mark Saha, USA) 


etc na 


This game is being reviewed here ONLY because it is published by Avalon 
Hill and therefore will come to the attention of a lot af wargamers. Some 
of you may be tempted to buy it because of the intriguing title and a 
search for ‘something different'. My advice is - DON'T. Not unless you've 
seen it first, and are sure this is exactly what you want. 


Burt, an order to understand what I have to say about “Beat Inflation", a 
couple of other remarks are necessary so you may take my review of this 
game in context. 


1) Avalon Hill publishes what is, in my opinion, perhaps the finest busi- 
ness game on the commercial retail market. That game is "Business Strate- 
gy", by Tom Shaw. (It was originally published in flat box as "Managment" 
some years back. The components and physical system of "Managment" were 
far superior, in my opinion; it consisted of unit counters printed on 
both sides, so that when a 'Raw Material’ counter was processed in a face 
tory you needed only invert the unit to create the ‘finished product’. 
Similarly, a ‘factory! counter meeded only be inverted to expose the 'Au- 
tomated Factory’ on the reverse side when making this conversion. The new 
"Business Stragey" prints these symbols on the board, and you keep track 
of the situation with plastic pawns. Needless ta say, if a pawn is acci- 
dentally upset, a lot of confusion can result.) 

"Business Strategy" is a simulation game par excellence. In fact, Roy 
Easton did a study of the game for his studies in Graduate acho. Busi= 
ness at UCLA last year. He found the game quite sound and, in fact, close 
ly resembled an elaborate computer game that MAY have been inspired by 
the original "Management" system! 


Playing "Business Strategy" - especially the fuli advanced game - over a 
period of, say, ten years — teaches many legitimate lessons about buSi- 
ness. For example, the player who expands too guickly is likely to go 


bankrupt when a recession hits and he's stuck with fixed cverhead on id- 
le factories. 


2) Avalon Hill has a fine game in "Stock Market". This one is unique in 
that the prices of stocks rise and fall not by dice or spinners, but by 
the buyeand-sell demand of the multi-players! The game is a bit oversim= 
plified, but when I played it with some knowledgable players some years 
back, it was found no problem to expand it with our own variant which 
went into more detail simply building on what came with the game. For in- 
stance, AH's ‘playability! oriented version manipulates stock prices by 
the number of ‘buy! and 'sell' orders for that stock - no matter how lar- 
ge or small those orders may be - which isn't right. We substituted a 
chart which made prices dependent on the number of shares actually sola/ 
bought. Also, we made it necessary to place more specific buy/sells or- 


ders, etc. This prevented some unrealistic strategies - such as manipu- 
lating stock prices with many minute buy/sell orders. Stocks cam still 
be manipulated, but it costs much money to do so - and one player can do 


it if he's got the money. 
It's an exciting multi-player game because play is simultaneous. A one 
minute glass timer is enclosed; players all place, change, etc, buy/sell 
orders until the timer runs out and orders are 'frozen'. It's hilarous 

to see the panic that can ensue as players scramble like cattle into 
stocks they know will go up or down because so many other people are buy= 
ing/selling! 


3) The final thing to be said about Avalon Hill is - at least for the 
present - a minor word of caution that need not concern wargamers. Ava- 
lon Hill is owned by a larger corporation, and occasionally they are 
forced by managment to release items under the AH logo that they have 
had nothing to do with: Last year. two supernatural kits, one on witch- 
craft and the other on, I believe, parapsychology, were released as AH 
bookcase items for the extravagant price of $14 each. Neither of these 
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games - rather, kits - had EVER been through Avalon Hill's 4517 Harford 
Road address. These titles were printed by Monarch and distributed through 
the AH retail distribution outlet. A statement in this regard was made in 
"The General" so hardcore AH gamers would not be misled, 
"Beat Inflation" may or may not be another such example of management sim- 
ply using AH's name and reputation without consulting AH. Fortunately, as 
I say, they have not done so in regard to wargaming so far, and subscri- 

' bers to "The General" are informed of what does and doesn't come from 4517 

“Hartord Roed.< Seu ee,. the problem isn't -serieus, pure Soaveaul! 


"Beat Inflation": This game does not list a designer, and appears primari- 
ly to be a commercial retail outlet game 'tie-in' with a new book called 
"The Beat Inflation Strategy" by Robert Klein and William Wolman (Simon & 
Schuster, 7.95). The book's authors have excellent credentials (Klein is 
Vice President and Director of Economic Research for Securities Industry 
Association and Wolman is Senior Editor of "Business Week"). They are said 
to have had a part in designing the game, but it seems unlikely they have 
done more then endorse it. * ; 
The game itself is NOT a simulation game and frankly simulates nothing. 
It is a plain-and-simple 'chase' boardgame. A pair of dice are thrown, 
and each player in turn moves his pawn along a series of paths shaped li- 
ke -a dollar sign (4) to areas where they may buy or sell either commodi- 
ties or currency when the inflation rate marker (which moves independent- 
ly) is in that same area. The game is simple, amusing, and can be fun; 
players scramble to accumulate credit.chits in the first part of the ga- 
me, then use credit to purchase real assets (gold, sugar, coffee) when 
the rate of inflation is low, and sell these for/when the rate of. infla- 
tion is’ high. The first player to make 41,000,000 with all loans paid off 
is the winner. . : 
The game does teach a few vocabulary lessons which are instructive, and 
reminds you of eae few things, such as a) the rate of inflation is either 
low or high, but there is ALWAYS inflation. It is a fact. of Jafe?: Bb) the 
authors bdasic "Beat Inflation"™ strategy is ta sell paper assets and buy 
“redl assets when inflation rate is low, and do the opposite when inflati- 
on rate is high. ‘ 
Interestingly enough, though, the game does not teach this strategy - it 
FORCES it. It is illegal, in-the game, to elect:not to follow the Klein/ 
Wolmadn beat inflation strategy. It is not legal to purchase real assets 
when the inflation rate is high. You may only SELL real and BUY paper as-~ 
sets! It is also impossible to go broke. Everybody will make a clean mil- 
lion; it's only a question of who gets there first. 
There is a lot of strategy in this game, but it consists entirely of mo- 
ving. your pawn to block your apponents, etc, and utilizing other such 
board ‘chase! game strategies. Ron Siskind, a respected L.A.~ gamer pro- 
bably best summed it up when he said, "This is basically a ‘chase! board 
game, and if that's what you want there are much better ones on the mar- 
ket.!: 
I have to agree. 


3—-M GOES OUT OF BUSINESS 


As mentioned in “Bumm" 13,21 and confirmed at Nirnberg's Toy-Fair, 3-M 
-has decided to stop producing games. Since they produced some of the - in 
my opinion - best adult-games, I urge you to buy some of their games as 

long as they still are available, especially: Sleuth; Acquire; Bazaar, 
Executive Decision; Win, Place & Show, Speed Circuit; maybe also: Ventu-~ 
re, Monad; Ploy, Feudal; not interesting are: Evade, High Bid, Break- 
through, Thinking Man's Golf. For newer news cf below 


AVALON HILL: SUBLICENSE FOR "KINGMAKER" | 


In "Games & Puzzle" 46,8 ("Kingmaker" article by. its inventor Andrew Mo- 
Neil) 1 read: “it has been such a hit in the United States that it has 
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already been sublicensed for manufacture over there, a rare occurence for 
‘a British game. It will appear under the Avalon Hill mark in the spring. 
This American production will enable a number of minor design changes, 
and subsequent British reprintings will also allow improvements and vari- 
ants suggested by the many enthusiasts". 


RE: KINGMAKER 


HARTLEY PATTERSON (UK): “Sorry, I wasn't clear on 'Cheviots': the Cheviot 
Hills are on the England/Scotland border. At this time the area was law- 
less with bandits and cattle raiding much like the later Wild West: the 
Warden had extenSive powers as did his Scots counterpart across the bor 
dew 
LEN. SCENSNY in his review, "MGR" 16,12, about the Cheviots: "a mountain 
range on the Scotch-English border. Any square along the border will do, 

- but. if .you want to be picky, eliminate the Carlisle and Berwick squares." 


TORBJORN ALM: "This game is really something outstanding. It as bloody 
fun. After a few game-turns you start feel like an English nable and af- 
ter an hour you believe you are one. Anything can happen. The event cards 
can’ drive you crazy. Just when you have gathered a considerable force 


~~ gutside Londen, where the king happens to be, Percy is sent home to nor- 


thern England or Talbot to Ludlow. Then, when you have succeeded in kee- 
ping your forces on the spot, the combat results indicate that two of 
your best guys are killed... At least your opponents are happy. But, you 
“too have fun mast of the time. There are times of rather low activities, 
where the players mainly walk around and attack town and castles and are 
unable to do anything against each other. Fortunately, plagues and kill 
result now and then and keep the players busy. As luck has such a large 
impact en the game, one can afford to make at least small mistakes and 
relax. 1 really recommend it to any fun-loving player. There is also room 
for diplomacy, and it is best for several players." 


RICHARD BERG: "SPI has done a ‘land office’ business selling 'Kingmaker'; 
they. have had to reorder 13 gross of them!! Very popular here. By the way, 
your 'Kingmaker' items were excellent ((wow - when did Richard use this 
word. the last time???7)), virtually invaluable - with some exceptions. 
((ahem - thought something else will follow... wlh.)) 

Winchelsea is in Kye, not Pevensey (that's were I thought it was; but at's 
located 5 miles south of Rye, but 20 miles NE of Pevensey). For the sake 
of resolving arguments, we have placed The Cheviots in Chillingham, which 
is in the Cheviots, and at least pinpoints it to one hex. It is interes- 
ting to watch the arguments that occur when the Chamberlain. of County Pa- 
latine of Chester finds out that his 200 troops in Wales doesn't include 
Chester!!i! ((wlh: Now, I wonder, does a Yank know more on British geo- 
graphy than H.M.'s own subjects? I fear, though, he probably will be 

right - he mostly is...)) 

By the way, I personally dislike the variants and changes that have been 
popping up like weeds for 'Kingmaker'. People of course are entitled to 
do whatever they wish with what thea huge 2. Pormre, Teed that it is a 
form of obsessive~copulsive behavior. (A bit strong, wasn't heen. hie 
only suggestion I have made - or would have - is to transfer the events 
on the event pack to a 11-66 chart (two of them) for dice; the reason be- 
ing that the events remain random, but also non-sequential., It is some- 
what disconcerting to watch players play the pack, so to speak, knowing 
when things have disappeared. Perhaps that's part of the gamesmanship of 
the game. To each his own." 


OPTIONAL PARLIAMENT RULE, by the inventor of the game, Andrew McNeil, 
can be found in "Victor Ludorum" 5,14 and in "Chimaera" 9,13. 


To complete the bibliography {cf E 10/11,14): "The Kk" X/2,1 = "moves" 
22,27 (Richard Berg);"Paroxysm" 21,9 (Harry Drews) and 22,1 (reprint of 
some E 10/ll-parts); "G&P" 46,6 - "MGR" 16,10 mentioned above; "Owl & 
Weasel" 3,3; "Bellicus" 26,6 (rules); "Albion" 50,36; — 3,20; 6-8,11.- 
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AVALON HILL BOUGHT 3-M GAMES 


A few hours before printing this issue of E, I got the newest news by Sid 
Sackson: "AH has taken over 3M games"... This means, that these games ~ a 
lot of them belonging to the best adult-gemes we have - will not get lost. 
It also means, that AH is really expanding its program: 3-M Games, King- 
maker, Diplomacy, some CoSims (like “Eagles"/"Caesar's Legion” etc) - it 
will be interesting to see the future development... 


SID SACKSON 


(designer of "Sleuth", "Bazaar", "Acquire" etc, and writer of "A Gamut of 
Games", "Beyond Tic Tac Too") is readying a number of new games for pre- 
sentation and writing a follow up to "Beyond Tic Tac Toe". Since Sid's 
games up to now have been so fascinating ones, his books so interesting, 
I'm sure we can expect some other. successes. 

(His book, "A Gamut of Games", containing a.lot of interesting games, is 
available in the UK: Dave Watts, address cf page 1 of this issue). 


NORIS=CHESS 


“will not be liked by the real chess-fans, who obviously are against all 
kind of chess-variants. On one side of the board you have a normal chess 
plan, on the other side a board for three players: triangle-fields instead 
_af squares; and a new piece, the cardinal, gets introduced: he helps 
against allied opponents, etc. Sold by H Koller/D Stegmann, Schnieglinger 
Strasse 196, D-85 Nurnberg, BRD; price unknown. 


THE NISRNBERG TOY FAIR 


was somewhat disappointing; I didn't recognize any outstanding game, at 
least ~ maybe I overlooked the one or other - you would read about it in 
Future issues of E. 

Several games only are remakes of old games, combinations: of known games, 
or known games with small variations. : 

Interesting to see: there are a lot of 'strategical/tactical' games 
around now - mostly rather simple ones; some notes about them you will 
find in the Cheeshole News part of this issue. 

Very important parts of the fair were reserved for model-railways: quite 
a fascinating world, indeed. - and for miniatures: nobody seems to mind 
that soldiers, tanks, battleships, ete etc get sald, but (ef the “Wurz- 
burg"=scandal) the same people selling these items don't agree with Co- 
Sims... Maybe they fear to make not enough money with them? sagt 
Though, "nobody bothers" is not quite true: "Der Spiegel", a German news- 
magazine (weekly), in issue 8 (Feb 16), apostrophed it with several ag- 
gressive and negative remarks, that 'war-toys' are overflowing the mar- 
ket and that they are very. successful. "Action with MG" was the title 

of the article, the subtitle said “One wears Hakenkreuz (swastika) again". 
And a group of politiciens asked what could get done against toys show- 
ing the Nazi-Hakenkreuz-emblem... i 


same first, very short info; mainly. titles only, about some adult games 
(by the way: game-publishers/sellers want to get rid of the expression 
'adult-game' - customers might get turned off; but - a rose is a rose is 
a £OSey <a.) 


Pelikan games has a wide range of games, all in 3-M-similar boxes. "Pra- 
rie": the map.is divided into 11x? squares; between the first and second, 
and the sixth and seventh range there is a river; 11 buffaloe start be- 
hind one of these rivers and win, if one of them reaches the indian vil- 
lage behind the other river; one Indian and four dogs try to stop the 


buffalos, killing them before they reach their aim.- "Sahara" is a man- 
cala-game, the same like "Serata", similar to "Oh-wah-ree".- “Quadriga": 


the prospectus says that you will feel something of the excitement of 
Roman arenas - heaven knows why... a field of 8x8 holes; you have pieces 
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in different calours (four, I suppose), and you have to set up a certain 
configuration of four stones before your opponent can.do the same, i.e. 

a simplified "Pagode", with a little bit of Sid Sackson's "Transformation"; 
"twin": a plastic thing with 7x7 pegs; 50 playing pieces (one set in dark 
green, the other in a brighter green - quite good looking); each piece 

has two holes which allow to put such a piece on the plastic thing so 

that the pegs fit in the holes; the pegs allow that several pieces can 

be put one above the other; the winner is the one who at the end of the 
game has more uncovered pieces; "Tramp": again a plastic thing (they call 
it tray) with 4x4 pegs; pieces in yellow and green, round, with a hole in 
the cemtre; you put the pieces on the pegs, trying to form straight ran- 
ges of four pieces - horizontal, diagonal, vertical (i.e., like most of 
these games,it's not necessary that you buy them - you can play them as 


well with the playing material you already have); "Agent" - somewhat like 
"Sigma File"; "Moulin Rouge" - an interesting variation of nine-men mor- 


vis; a8 in nine-men's morris you have to build a mill, but the playing 
board is rather unusual: there are three turnable rings, each one having 
eight holes in which you put your pieces; you either put a piece in a 
hole - or turn one of the rings, by this changing all configurations, of 
course; looks like an interesting 2-4 plceyers game; other titles are 
"Atlantis", Diamant", "Finish" (a harse-race game, not exciting). Any 
reviews? I'd like to get same of these and other games, for E or Joker. 


Berliner Spielkarten/Spiele offers "Satellit", a SF-game, or so. I missed 
ta look at at carefully enough, but it might be (though I doubt it) in- 
teresting; "Trafalgar", kind of a simple sea-wargame, but actually a die- 
rell-game: between the two ships (drawn on the board) there are a lot of 
different 'ways', marked by holes; beyond the holes there is a turnable 
disk, with some holes too; turning this disk, it may happen that your men 
(on their way to grapple the other ship) fall through the holes of the 
disk ~- they get captured; a children game, I would say (from 6 years on, 
says the prospectus); "Metropoly", one of the numberous Monopoly-variati- 
ans; you buy/sell Supermarkets, stores, restaurants, Cinemas, parking 
houses, have to pay rents, etc; their game "Kibo" is principially the sa- 
me as "Tramp", described above - only more complex, it seems, by using 
5xS-pegs board and pieces not only in different colours, but also having 
different forms.- 


Ass Spiele has two games based on the chess knight's move: a solo game 
"Singolo": a board with 8x8 fields which have to get occupied by your 64 
pieces, using the knight's move, but without using one field more than 
once; "Rosselsprung" is a 2-4 players game, in which you have to move 
your 7 knights from one part of the board to another, using only the 
knight's move; could be interesting; "Barbacan" is an interesting varia- 
tion of the old siege-games, but there are no defenders of the castle - 
all of the 2-6 players just try to bring all their pieces into the cast- 
le (and to avoid the others to do the same); an interesting entwined/tor- 


tuous net of pathes lead to the castle; #Sri Lanka" : cf Bell, Board @ 
Table Games: "The Sixteen Soldiers"; "Chalet" is their Monopoly-varia- 


tion; "Wall Street" is their "Bérsenspiel" variation, and !Vermogensbil- 


dung" another business game. 


ness game "Trade", the children-game "Seeschlacht"; [Vector" and espe- 
cially "Tricolor" are of the more interesting games - but these are all 


‘old’ games. New ones? A very simple, dull wildwest game, "Sacramento", 
then “High-Gammon" (by our Dippy-player Hermann Friedl, who also develop- 
ed "Samurai"): a backgammon-version for 2-4 players (more about this la- 
ter); “Casino Royal" with poker/bingo-variants; and 'Linop” (an interes- 
ting Gobange-variation). 

Lazy Days was there too - "Quantum" (review in "Joker" 1, pictures: cf 
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ads in "G&P") is one of the better games, needs some strategical/tactical 
skill, despite the very simple rules. Have a look at it! 


Schmidt Games: their hit (i.e. they believe it will be a hit) should be 
"Die Wahl-Schlacht", a special remake of the British "Election X", though 
the propaganda speaks of “a totally new kind of games which didn't exist 
up to now"; some action cards sound very right-wing like (law & order 
gives popularity points, etc). You may "bluff, poker, deceive"; well, re- 


considering, I wouldn't say again, it's a remake of "Election X" + there 
are some differences, but - okay: it's not my kind of game. "Kniffeli" is 
supposed to be their other hit, a dice-game with some relation to "Yat- 
zy", probably. 

Hanky Panky showed another mancala version, "Karnak"; they also had an 
"anti-game", "the bust the Trust game" - but they were so unfriendly 


that I had no chance to look at it. Their monopoly-variation is called 
“money maker”. 

Jumbo offers "Balanza" - you have to build as tall a tower as possible 

using (instead of cards) the very differently shaped playing pieces. 


Philips was there with a "Tele-Spiel", probably expensive: in connection 
with your TV-set you may play several games, and more will follow (clay 
pigeon shooting, tennis, autoslalom, chase of a phantom). 


Now, that must be enough for now. Of course, these only have been some 
very first impressions - some might be totally wrong. It's up to you, to 
correct them with your reviews. 


Not to forget is a new principle showed in several games: to use dice in- 
stead of pawns or other playing pieces - sometimes just instead of, so- 
metimes in the values shown on the upper Side to determine movement or 
strength. (Parker's "Duell" is one of those games). 


ALADDIN GAMES 


are now available in the UK (Alladin Industries, Greenford, Middx UB6 
8UJ) (maybe also from Dave Watts): "Pushover", "Barrier", "Totally", "In- 
tersection", and especially "Trippples"; reviews will follow - though I 

don't mind, if one of you would review them. For “Trippples" I also would 


appreciate to get a tactical article, at least some tactical ideas. 
THE WAY TO PLAY 


is the title of "The illustrated Encyclopedia of the games of the World", 
with "more than 2000 games, over S000 original drawings and diagrams in 
color", Really very good looking, very well illustrated, lots of infor- 
mation, well organized (short) explications of rules. Expensive, but use- 
ful. Available by Dave Watts (cf p 1): UK 47.10, overseas: V7.70; for- 
got: the book has 320 pages, 22284 cm. 

(By the way, his "Railway Rivals" kits will go -up on April Ist: 48p per 
kit; postage: 10p for orders under V2, post free above. He also will 


get "Kingmaker" for you: V¥4.70 (Europes, pverseas), “44 (UK), "Diplomacy™ 

YV4.40 and ¥3.70; he can try to get other Uk-games for you, charging much 
less for postage than other game-shops will, i.e. 60p - “£1, instead of 

Y1 - ¥23; in stock he also has R C Bell's "Board & Table Games I" and Sid 
Sackson's "A Gamut of Games", cf former issues of E. 

ADVANCED MONOPOLY IT 

will follow in a later issue of E& - I'm running out of space (this part 


was the last to be written). 

GAME DESCRIPTIONS, REVIEWS 

Most of you could describe games ~ in English - much better than I; a 
lot of you are interested in getting informed about adult games; could 


some of you therefore describe (and maybe judge) some of the adult games 
you play(ed)? The very good ~ and the bad ones? 
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AVALON HILL BONGHT'DIPLOMACY" or THE FUTURE OF THE DIPPY-FANDOM (wih) 


JOHN R MOOT, President of "Games Research Inc" in a circular letter to 
all Diplomacy "Zine Editors: 


"We have just sold the game ‘Diplomacy’ ee Wadd Company. P fand 24 
hard to part with 'Diplomacy', but I do believe it will be best for the 
game and for the hobby. We had not achieved wide distribution of 'Diplo- 
macy" and could not, unless we broadened our product line successfully. 


Avalon Hill is a natural home for 'Diplomacy', and I believe it will bene- 
fit from being.part of their strong line of games. 


I have enjoyed my association with all of you, and I hope I cen make the 
DipCon this year to see all of you once again. Through your offorts, you 
have established 'Diplomacy' as @ classic among games. 


Thank you for all the help you have given us over the years." 
wih. There certainly are a lot of comments to make on the above - and a 


lot of old and new problems have to be considered and reconsidered. Some 
first thoughts and remarks: 


It certainly is a pity that by this we shall lose Mr John R Moot and Ga- 

mes Research; I am sure a lot of us will know how pleasant it was to deal 
with him, how much he supported the Dippy fandom, and how much we owe him 
because of all this. 


Now, probably all of us know Avalon Hill too, and we also know that it is 
agreable too to cooperate with them. The problem though will be that it 
all will depend on who is taking care of Diplomacy in the future - will 

it be Monarch or Avalon Hill, and who will be the man responsible for 

this game? Is it just another game for them, or were they, are they aware 
of the fact that "Diplomacy" is more than only ‘another game!’ in their 

(by the way: very expanding) line of games? Of course, the 'real' AH-peop- 
le, like Tom Shaw, Don Greenwood, Rendy Reed, etc, will know, but will it 
be up to them tao influence the further destiny of Dippy? 


‘Conneéted with the above is the question, what will happen with "“Diploma- 
cy World"? Was it sold to AH, too? Or, will it have to go its way alone? 
We, the Dippy hobby, need - in my opinion - a hobbywide, really interna- 
tional, better: intercontinental, well made and representative zine like 
DW. What will be its destiny now? 

And ~ will "The General", AH's house-magazine go to carry Dippy-material 
now too? 


‘Though a lot of Dippy-fans are CoSim-fans too and vice versa, and though 
both hobbies (or: both parts of our hobby) could influence and support 
each other - as nape Cwee ae —E before = a lot of the Dippy players are 
different from the ‘typical! CoSim-player. 

Also, the Dippy fandom is different from the CoSim.fandom: at least, to~ 
day. CoSim controversies turn around subjects like SPI/AH, number and 
complexity of games, command control and other rulings, etc. Dippy feuds 
(and there always are some and some are rather heavy) turn around subjects 
like NGC/IDA, TDA/TIDA/IDA, and often get very personal (cf Anderson, 
Beshara, OREN Sacks, etc), often being a struggle for power, influen- 
ce and whatsoever, too often being too aggressive, too offensive —- and, 
let's admit it, too: immature. Will the pure (and Dippywise rather inno- 
cent) wargamers at Avalon Hill find their way through this Dippy-jungle 
without getting misled and lost? And how, in which direction, towards 
which aims will they direct the hobby? 


The game itself, I assume, will stay the same, though, to rewrite the 
rules booklet fete not be the worst possible idea - i.e. if the rules 
don't get changed really, but better organized, better written, and if 
“the last ambiguities get clarified. The map ~ as given in the US-version 
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of the game (which is far superior to the British version) - will hopeful- 
ly stay unchanged. And, hopefully too, AH might find a way to include fly- 


ers which enable potential future postal 


Dippy~fans to contact all of us, 


i.e. not only giving the aédresses of only one organization (as the NGC 


in the British/European boxes), 


The hobby, probably, will not be the 
we have to assume it will now - it certain] 
for the worse? Who knows. It certainly wall 


same anymore. 
Ly will 


but of independents as well. 


If it will expand - as 
change. For the better, 


loose some of its intimacy, 


of its special attraction that a 
will loose some of its flavour, 
might gain some other attractions, 


lot of us got to 
its quite specific touch = but it also 
and all the possibilities which only 


Know a lot of us, it 


are given with huge amounts of fans and players. 


Not all of us will be happy (cf also 


Doug 


Beyerlein's article in the IDA- 


Handbook 1975) with this probablg development, some will certainly try 

to conserve oases of the '“ntact’world! of the old fandom - but in the 
long run, 1 feel, we have to accept the facts - whatsoever this then will 
mean. 

Another question will be whether we - mainly the zine-publishers and the 
clubs and organizations - are ready (and willing) to deal with this pas- 


sible huge amount of newcomers. 
I fear, we are not. Most of 


our organization are more or less still unor- 


ganized, probably not able to easily accept and incorporate a lot af new- 


comers without considerable difficulties and problems; 
not be able to handle many more games, 


publishers will 


most of our zine- 
mor wall their 


printing facilities and their time allow for a lot of more subscribers 
even. In fact, the long years of a sleepy-headed provincial (but, I agree, 


enjoyable) existence might 


at least, the possible stcam-roller 


Imagine, what will happen, 
double - not to speak of what would heppen, 
gor even more... What about Miller-numbers, 
trades, archives? What about statistics, 
viant-banks? etc, etc. Things, 


if the number of players 


Surveys, 
which could be handled be one or a few 


be followed now by a too late and too sudden 
awakening, and we shall - meybe ~ pay dearly for 
of novices will set in... 


the time we lost, if, 


(and zines) would 
if these numbers would tripple 


Boardman-numbers? What about 


ratings? What about va- 


persons (though sometimes the limits were already or nearly reached now) 
will probably soon go out of control or have to be handled by organiza- 


tions rather than by individuals. 


And - who will publish the necessary zines for all those novices? And 


how many of these zines - if 
(and damage the image of the 
fe in this future hobby will 
those changes only which are 
fans? 


they will get started - will soon fold again 
hobby)? And how can it be made that the li- 
be at about the same as up to now, 
unavoidable by the increasing number of 


with 


Problems which showed their first signs and traces already now will get 
more important when we don't have enough time anymore to solve them 
smoothly as we have been used up to now - oF if we try to delay their 
solution and to forget about the probelims as we too often did up to now. 


The incorporation of a lot of novices as well as the incorporation of 


players speaking non-English 
ve a lot in common: all.of us 


languages in en English-language hobby ha- 
have to consider and reconsider old and 


new questions and problems with regard to these new aspects. And this 


might not be so bad, in fact. 
their positions: what we said 
ve to be seen now totally differently. 


And all of us 
or wrote or believed a week ago might ha- 


will now have to revise 


Let!s make a new start - we have a unique chance for that now. And let's 
see that now, more than ever before, it should be the hobby that counts, 


not your club, 


? 


not your organization, not your zine, not your personal 


part on 'influence' and 'power’ 


And = let's wake up, 


it's late enough. 
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FIENDS IN QUR MILST ~ THE UNETHICAL DIPLOMATS (by Nicky Palmer, Danmark) 


On the face af it, Diplomacy is a game eminently suited to adherents of 
the amoralist view of life, that no ection is inherently right or wrong, 
and life should be guided entirely by self-interest. In fact, one might 
argue that the success of Diplomacy is partly attributable to the attrac- 
tive invitation in the rules booklet to indulge one's more conspiratorial 
and devious impulses without having to worry whether such behavior is im- 
moral. "You, too, can be a Metternich", and all that. 

What is interesting, however, is that the Diplomacy game community, far 
from maintaining this abstract and pure amorality, has found it necessary 
to develop fram scratch a new ethical system, which is not terribly clear 
in its precepts but hazily reflects ‘real-life morality’ at a less deman- 
ding level. It's okay to lie and cheat, as the rules say, but only within 
Certain rather ill-defined limits. 
The need for some sort of limit is rather evident - one could, for instan- 
ce, kidnap one's main rival before a crucial move and hold him incommuni- 
cado until the deadline passed, but it seems unlikely that this would be 
regarded as ethical by any player ~ and not attempting to deceive the ga- 
mesmaster (GM) is widely accepted as a necessary restraint on players. 
The trouble is that the borderline cases are not at all clear, with the 
result that some players are regarded with a certain amount of wariness 
by others who hold a different view on what is acceptable in a Diplomacy 
game; things which seem praiseworthy to some appear close to cheating to 
athers. 
The most topical examples are game-long alliances and their extension, 

the Karma League alliances, and cross-game alliances and stabs. Unfortu- 
nately, there is considerable dispute about the ethics of these and other 
matters, with the result that every player is in a genuine dilemma as to 
whether his play is ‘ethical’ or not. It would be useful if some sort of 
consensus could be reached on what really is unethical; where a consensus 
cannot be arrived at I think the activity should be allowed without objec- 
tion ~ given the nature of the game, ethical views cannot be forced on 
people without overwhelming agreement among players. One can say "I don't 
play like that" but to add "and you shouldn't either” is a pointless at- 
tempt to enforce a disputed theory. If this article stimulates some sort 
of debate in "Europa" perhaps we shall be able to see where the balance 

of apinion lies. 


Take first an ethical visw which has not to my Knowledge been openly 
challenged, but which (again in my view) is in fact widely ignored: that 
cross-game stabs and alliances are ‘wrong!. The arguments for this are 
quite well-known and probably unanswerable in theory: each game is obvi- 
ously a separate event, and crass-game influences sharply discriminate 

in favour of players in a large number of games, who can build up a stran~ 
glehold pressure to dominate dozens of his opponents; if you are in three 
games with X, then you will surely hesitate to stab him in all three ga- 
mes, but this will rerely be possible with a good chance of success, and 
even if it were it would still distort the pattern of the individual ga- 
mes as a result of the cross-game relationship. Similarly, if two play- 
ers agree to ally whenever they play together they will nearly always 
clean up against the other five players, divided among themselves, unless 
they know what's going on. 
Quite so - but in prectice the cross-game alliance is immensely hard to 
resist, and so is the cross-game stab. Suppose you are next ta X and Y, 
and X you know as a man who always moves rationally and rarely stabs, and 
you know HE knows the same about you, while you don't know a thing about 


Y, who may be a dropout or a mad stabber or a chronic misorderer, or per~ 
haps you DO know that Y is one of these things - are you really required 
to treat the game as an absolutely new event and give equal credence to 
the blandishments of X and Y? If not, where do you draw the line? What if 
X is known to be reliable but stabbed you last time? - perhaps he thinks 
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that you are a mad stabber, etc, and so will stab you again as a preempti- 
Ve measure? What if you live next door to X so can negotiate quickly, whi- 
le Y lives in East Timor and his post office is besieged by Indonesian in- 
vaders? Nothing to do with the game as a pure concept, but... is it real- 
ly practicable to play the game as if you knew nothing of any of the 

other players from other games or information on their outside life? I 
don't know, but it's essential that we decide what is so unacceptable 

that any such suggestion should result in an immediate stab on the propo- 
ser, and what is to be countenanced; a situation where some, for instan- 
ce, think it right to prefer alliance with people living nearby, while 
others think it wrong and don't realize what is going on, is totally un- 
satisfactory. Hence my view that what is not actually ruled out should be 
accepted so the other players can allow for it. 


A similar problem arises with the game-long alliance, and the Karma Lea- 
gue players who never break the letter of a written treaty. It is quite 
well-known that the game's inventor, Allan B Calhamer, thinks that play- 
ers should try for a win and certainly not settle for second place in two 
games in preference to a first and a seventh place, and Richard Sharp per- 
SuaSively argues that he feels entitled to assume that the other players 
will try for a win and plan accordingly. Calhamer has argued that the 
Karma League concept leads to cliques in games which can only be combated 
by rival cliques, and hence is undesirable as it prevents the free flow 

of diploming that makes the game fun. Perhaps - but how can one in prac- 
tice demand that a player who finds it beneficial under HIS terms of re- 
ference to avoid stabs either in a single game or in all games give up 

his policy and deliberately make a stab to e.g. win the game, despite his 
conviction that it's a mistake? Moreover, if two good players face a con- 
glomerate of enemies, and smoothly defeat them, must they then turn on 
each other and turn the game into a boring 2-player guessing match of tac~ 
tical maneouvre? 


My own view is that the only ethical requirement should be that players 
do not bring pressures and inducements to bear which are exterior to the 
game and not available to the other players; therefore, bribery is out, 
and the establishment, outright or by implication, of cross-game allian- 
ces and the threat of cross-game stabs are out, but it is permissible to 
take the reputation of a player IN GENERAL into account (rather than what 
he is doing for you at the moment), and to pursue whatever targets within 
the game one prefers: first, equal first, a good result for a rating sys~ 
tem or whatever. 

TI don't think you can insist on the other players trying to win, but you 
are of course entitled to lean towards stabbing people who do not try to 
do so! Finding out the targets and policies of the other players is part 
of the task facing you in your diplomatic activity. Unfortunately, this 
means that if you're very experienced and know a lot of the players you 
will have a better chance, but I don't think this is avoidable, any more 
than one can expect players who know me not to bear in mind that I think 
Russia should always ask for permissicn to move or stand off in BLA in 
Spring 1901, and any other statement from me is therefore probably false. 
I usually try for a win, but will settle for what I can get, if a win 
looks xvuled out, and will sometimes agree to share a win, if an alliance 
has been especially good; I think this is not unreasonable and as long 

as the other players have a reasonabie chance of knowing my policy I 
doubt if much harm is done. Perhaps all players should fight for a win 

to the last, even with one unit, as either you win or you don't, but 
people don't really think 2nd is as bad as 7th, so let's recognize the 
fact and incorporate it in our calculations. 

What about geographical alliances (the player who lives next door)? Li- 
ving in Denmark, I naturally detest these as being biased in favour. of 
e.g. London players, but I suppose quick communications are both interior 
to the game and evident to the other players, who can ally against the 
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neighbours in defence. Moreover, I in fact write more promptly than most, 
and/or keep in rapid touch by phone. But if I lived in East Timor... What 
do readers think? 


((wlh. Maybe we really should be more specific in our openings: we should 
perhaps tell what kind of letters - ‘historical’ or '‘normal' -- the players 
in this game prefer, what kind of 'ethics' they intend to follow atc. Cap- 
sule biographies, in which these things get mentioned, could help, as 

well as some datas about their drop-out rate, ratings, etc. And if some- 
body would cheat in these informational notes? Quite simple, I would ne- 
ver again play with a real cheater, I would try to influence others to do 
so either, and as a publisher I wouldn't allow him to play again in my 
zine... In fact, a lat of players have to play in games, have to play 
with/against partners who quite obviously have different opinions about a 
lot of things, e.g. how often and how fast they should communicate, what 
kind of alliances and stabs should be allowed, what diplomacy means, etc 
and who often - too often - also have different opinions about the conse- 
quences of delayed orders (NMRs/NORs) and drop-outs ~ for the other play- 
ers who can get, depending on their mentality, vather frustrated by such 

a behaviour, even if by this they would win positions, centers, or even 
the game. I feel, that in things like this ONE reason for the very high 
rate of hobby-drop-outs can be found...)) 


((About alliances, cross-game-alliances, cartels, etc you may find addi- 
trottal epingene int £.4/s,.4 (Seihamer), G&P 21,10; S7.65 36,145 44.42% 
45,44 (all: Calhamer); PF 55,39 (Gygax); S&T 24,24 (Walker); oW I/3,10.16 
and DW 1/6,13 (Birsan, Beyerlein, Buchanan), HA 7,3; 14,1; 18,1 (Beshara, 
Broenite, lekotka), HA 24,4 (CRredmactz), Dimam 2..28- ( Buchanan,.ete: ete. 
About the Kazma beagne: 1901/47,16;. 48,13; 49,7; 51,15;. 52,15; Recanante 
5,3; as well as in Lemming Express, Greatest Hits ett. )) 


DIPLOMACY IN "EURDPA" (by Nicky Palmer, Denmark) 


The Diplomacy section of "Europa" is now under independent management, af- 
ter a bloodless coup d'état following the seizure of Spiegelbergstrasse 
by. Danish. paratroops. Comrades! It's time to rise up and grasp the propo- 
sition of "Europa" (say 100% for a start?) to which we are justly entit- 
led after months of domination by CoSim maniacs} 

How do you write a Diplomatic letter? What makes you decide to stab a he- 
loved ally? What would an ideal variant contain? ... Send an article on 
whatever aSpect interests you within three weeks of receipt af this E and 
it can be published next issue. Nicky Palmer, Lehwaldsvej 3, 8g, DK-2800 
Lyngby, Denmark - and, of course, articles etc can also be sent via Wal- 
ter, but they should then be on separate sheets of paper. 


((wlh. Now, let's see - though, as you know, I am publishing a Dippy-zine 
too, "Bumm" (English/German), I also feel that there are several Dippy- 
subjects which might interest the readership of E as well, always keeping 
in mind, that probably most of the readers of £ are mainly interested in 
CoSim and SF/F games ~ up to now. But this - perhaps - can get ehanmged. «+14 


WHO KNOWS "DIPLOMACY HILL"? 


During his recent short siege of Spiegelbergstrasse Nicky told me about 

a CoSim-like Dippy game he once played in the USA, "Diplomacy Hill": he 
explained that a hex-grid wes superimposed on a Dippy map. Can somebody 
of you give us more details and tell us too, where the rules, etc of this 
game might be available? It was played at MIT - maybe somebody (George 
Phillies?) even still plays this game... 


"BUMM" 


has openings in regular Diplomacy: there is an English speaking, a.Gexrman 
speaking game waiting for some more players. And, an intercontinental Ger- 
man speaking game waiting especially for some Americans/Canadians... 
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FIRST ADVENTURES IN- DUNGEONEERING (by Gary Gygax, USA) 


You have been thoroughly hocked on Dungeons & Dragons (D&D), and during 
the last few drys every spare moment has been spent happily preparing se- 
~veral dungeon levels. Great care and thought have been employed to do 
things just so - and of course you have spent a bit of time laughing 
fiendishly at the thought of what the hapless dungeoneers will encounter 
in choice areas! Actually, you certainly don't want your players to get 
killed, for then they'd miss seeing just how cleverly you've set them up! 
They don't want to buy the farm either (unless the dice were unkind in-~ 
deed). Think about that. 

A good referee does not wish to deliberately set his players up for cer- 
tain death in the game - although there are sometimes one or two players 
who... Anyway, by the same taken you should not set out to aid them ei- 
ther. The whole purpose of the game is for the players THEMSELVES to face 
the challenge presented by the dungeonmaster's maze, to defeat it, or be 
defeated by it without help or hinderance. If they are clever they should 
survive and gain great rewards, and if they are stupid they should finish 
themselves off rapidly. This implies thet you have located and numbered 
monsters carefully, so that the players can usually fight them on even 
terms, outwit them, or run like hell, i.e. one doesn't put invisible 
stalkers on the first level. If there are errors they will quickly be 
spotted on the first adventure, and they should be corrected before the 
next: In fact that is why I urge that a seperate key listing monsters 

and treasure be kept for each level, rather than writing the information 
right on the map. With all this in mind, let's move on to the actual ga- 
me. 


Several players are gathered in some secluded place, and you..have a good 
spot set up where they cannot see your dice rolls of map. It is a good 
plan to give them at least a half ean hour to get everything together. 
Magic-Users will have to decide what spell they are going to take. Every- 
one will be selecting basic equipment, figuring costs and encumbrance. 
Although spell selection always takes a bit of time, we have pretty much 
settled upon the following as ‘standard equipment': ; 


dagger, 50' rope, 10' pole, 12 iron spikes, small sack, leather back 
pack, weter/wine skin, lantern, 3 flasks oil, holy water/vial, quart wi- 
ne, iron rations. . 


Your players can Simply compute the price of what they set cut as stan- 
' dard and save much time and effort, Additional items and encumbrances 
can then be noted aside as additions to the standard. 


Your players will also have to appoint their leader and mapper. ‘At this 
point everything is all ready for the first descent into the deepest dun- 
geons! So let us move on to a typical account of a first trip, assuming 
that the players have moved outdoors to a ruined city which is reputed 

to have dungeons beneath it. The 'tdungeonmaster' will be indicated as 
'D', the party of the players as 'P'. 


~D: "You have found the ruins of the deserted city of Detresed. You can 
See that there are streets going northeast, northwest, and@north. Most of 
the ruins are nondescrips, but due north you note that there are several 
larger structures, one cx two which are in less disrepair than the oth- 
ers." 


“After going northwards a few hundred feet, and getting complete descrip-~ 
tions of the ruined edifices visible to them, the party selects a ruined 
structure which appears to have been a temple, and they enter cautiously. 
After thorough exploration they decide to ignore a set of steps they ha- 
ve located, for a vast stone idol hid a nerrow shaft penetrating very 
deep beneath the temple. The Latter would not normally have been loca~ 
ted, but careful checking and perserverance found a secret door in the 
idol's back. The party descends some 40' into a large, circular arched 
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chamber. It is 30' in diameter and has eight doors. 


P: “There is na sense debating, let's take the door to the west, for it 
seemed that there were more ruins above in that direction than in any 
other direction. One member of the party will carefully try the door to 
see if it will open normally. All others will have their weapon drawn and 
ready in case there is someone or something behind iti" 

D: "Door opens normally (without ANY sound, in fact), and beyond you see 
@ 10* wide corridor going north." 

P: "The door didn't make ANY noise when we opened it?! Hmmmm. Examine the 
hinges." 

D: "They were oiled - greased lock." 

P: "Oh, oh! Watch out! These doors are USED. Helmets off, everyone. Lis- 
tem at all of the others doors." 


After some time spent so listening, noise is detected behind the door to 
the east and that to the southeast. And meanwhile the dungeonmaster has 
checked, but the party is lucky and no wandering monster has happened 
‘along during this interim. The brave adventurers ready themselves, creep 
close to the eastern door, and ready an attack. Two of the six will 

watch the southeast, one will open the east door, and the three with bows 
will have their weapons ready as the door is flung wide. 


P: "We are set. Open the door!" 

D: "You see, ahh ((die roll)) 4 hobgoblins attending some sort of cleric. 
They are dressed in black and blood red garmets. Now, did you surprise 
them? ((die roll of 3)) NO! Iniative check —- you are at plus 1 because 
you prepared. ((The check shows that the party is able to attack before 
the cleric and his servitors will be able to react at all.})) The enemy is 
approximately 15' away, by the by.” 

P: "Loose arrows, drop bows, draw swords, and charge. If I can manage to 
cast a Sleep Spell during all this I'll do so, but I will be careful not 
to cast it so as to include our men in its effect. The two watching the 
other door will maintain position." 


The dungeonmaster now checks to see which arrows score hits, whom the 
hits are scored upon, and how much damage is done. Simultaneously, he de- ~ 
termins if the magic-user who opened the door will be able to get a spell 
prepared and cast -— abeut equal odds for and against due to preparation 
and positioning. It is successful, and 4 of the hobgoblins fall to the 
floor snoring. The cleric was not named as a specific target, and as he 
is a 4th level {Evil Priest) the general area spell doesn't affect him. 
He shouts loudly, points, and an attacker is struck by a Laight Wound 
Spell. Undaunted they press on, eager to close with the cleric and slay 
him. The next melee turn is spent by the party closing, with the cleric 
backing and raising his finger to deliver another Light Wound. Just as 
the party is about to hack and slew this evil opponent they hear shouts 
from the chamber without: “Beware! HOBGOBLINS! There are more who serve 
serve this priest..." 


Ps; "Two of the fighters will finish the cleric off as quickly as possib= 
le. I will go to the door we just entered, with the other fighter, to 
help the rest of the party, but while he goes directly to aid them, ['11 
stop and kill the sleeping hobgoblins here." 


A general melee now ensues in the chamber and in the room where the cle- 
ric fights on. Seeing that the party's twa fighters and cleric are see- 
mingly holding their own against 6 hobgoblins, the magic-user creeps up 
behind the badly wounded Evil Priest and delivers the ‘Coup de grace!. 
This frees them all for immediate attack upon the remaining hobgoblins. 
Good thing, too! One fighter and the cleric are down, and there are three 
hobgoblins attacking the remaining man. After a long round of attacks 

and counters the party finally wins, although only three remain alive - 
the magic-user leading it, an elven fighter, and a fighting man. 
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P: "Well, let's quickly check the bodies and the rooms for any treasure. 
The priest's quarters will be searched especially well by the elf.” 

Di "You find some silver pieces in the pockets of the hobgoblins ((a di- 
ce roll determins how many for each)), and in the robes of the cleric you 
Find a pouch with 100 gold pieces. Nothing else is found.” 

P: "Let's all go check out that room some more... I am not satisfied that 
we've located everything. But to be on the safe side, let's spike the 
door shut good and tight, and the fighter will keep an eye an it also 
just in case." 


Several turns are spent in this manner, and finally a small trapdoor in 
the floor is discovered. It is lifter to reveal a hidden trove - an ala- 
baster idol worth not less than 500 gold pieces. As the party is in bad 
shape, they elect to return immediately to the surface. Their comerades 
are buried, their own wounds treated, and before passing on the idol to 
some merchant, they minutely examine it. It too reveals a small magical 
compartment, and after several days the magic-uSser manages to open it. 
Therein lies a map to a temple on the 4th level - a place veritably stuf- 
fed with treasure, but strongly guarded by many hobgoblins and powerful 
men and monsters. Better still, there are some very valuable gems hidden 
in the compartment too! When the survivors share the wealth and experien- 
ce they are all well pleased and rewarded, all going up a level. Time now 
for them to seek some powerful allies and many men-at-arms for a special 
expedition to that temple... 


The above may not be exactly typical, for many first adventures are spent 
trying to figure out where the party is, for mapping CAN be a difficult 
task until you get the hang of it. Also, many first-timers take on mons- 
ters too powerful for them, or. don't use ‘hit-and-run! tactics as they 
should. Again, I have had first time parties who had adventures just 
about like the one above. 

This should enable you all to ready your dungeons. How about a questions 
and comments section from all of you mext time? And I'll try to answer in 
the next... 


D& D NOTES 


GARY CYGAX: "There is some debate among D&D buffs as to my ruling that 
magic-users are 1) required to name which spells they are planning to use 
on an expedition, 2) that the total number of spells used must conform 

to those listed and furthermore cannot exceed the total number of possib- 
le spells for the level of the magic-uses, i.e. -one at lst level, two at 
2nd, four at the 3rd level, etc, 3) that if a Sleep spell (for instance) 
is desired to be used twice the magic-user take two lst level spells of 
this type as part of his total possible 1st level spell maximum (as well 
as two from his total macimum), and 4) that the magic-user must, in fact, 
geturn to his books and spend time memorizing and so on before he is ev~ 
er able to restore spells for further use, so if a magic-user 15 on a 
long expedition, and he uses all of his spells, he does not somehow re- 
gain them regardless of time lapse until such time as he. 'studies' from 
his magical books/works. 
This ruling is a play-balance ruling ~- regardless of its possible justi-~ 
fication with regard to systems of magic~use. Those who do not follow it 
tend to make magic~users rather too powerful in comparison to other play- 
er types." 


GARY GYGAX: "One of the reasons I tried to keep the rules for D&D as 
amorphous as possible was to encourage differences in various campaigns. 
‘As I mentioned previously, I am generally uncertain of what "laws! go> 
vern things when I play in 'Blackmoor', Dave Arneson's campaign. This is 
NOT°to say that the players should be denied rules. After all, it is as- 
sumed that as characters in a campaign they have had some experience 1n 
life already, that they are aware of the general laws which govern their 
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world. As a referee I never tell players what they have found, I simply 
describe an object, and it is up to them to determine. what it actually is 
and what it does. What I believe I am advocating is that players most 
know generally what is happening, but all of the specifics must be lear- 
ned through experience and careful thought. In this regard a computer 
would be most useful, for it could vary specifics well." 


MARK LEYMASTER: "I've prepared materials for computer assistance in set- 
ting up a D&D game = will share it at cost with any interested GM." (His 
address is: POB 2569, Boston, MA 02208, USA)(and sometimes you get a re- 
ply from him on a wonderfully ornamented letterpaper, half filled with 
marvellous fantasy-figures...). In a later letter he wrote: "Attached is 
some information on the computer assisted D&D stuff I told you about... 
note that 1) this is NOT an interpretation of named characters, and 2} 
at is based on ‘Tunnels and Trolls! a simplified system related to D&D 
but far more playable. The differences are not critical.- I am also try- 
ing to get a system that works for computer-randomized monsters (also to 
save time); and possibly a computer mapped town-village system (much har- 
der conceptually).- Anyone who sends along an SSAE or IRC should get a 
reply." 


MIKAEL BORJESSON (Sweden) reports: "'Kranor-Rill' is a new magazine for 
D&D-fans. Issue 1 came out Sep 1975, and contained articles about D&D, 
questions and answers about the rules, descriptions of two new charac 
ters, the Vadhagh and Seaman, and a column of GMs: Tricks and Traps (ano- 
nymous contributions, of course). The zine will contain 10-12 pages and 
be published bi-monthly. Address: Chip Charnley, 1545 Breton Rd SE, East 
Grand Rapids, MI 49506, USA." 

Arather zine dealing with D&D is “Alarums & Excursions"; I have two dif- 
ferent addresses: "Graustark" (333,6) gives Lee Gold, 2471 Oak St, Santa 
Monica, CA 90405, USA, "The Strategic Review" says: 714 S Serrano, Las 
Angeles, CA 90005, USA.- 

As per TSR Greg Costikyan (1675 York Ave, NY 10028, USA) as well as Scatt 
Rosenberg (182-31 Radnor Rd, Jamaica, NY 11432, USA) are planning to pu- 
blish D&D-zines too; TSR also mentions a list of- not less than 15 D&D 
gamemasters... 

Greg Costikyan informed me, that his D&D-zine will have the name "Fire 


the Arquebusiers!" 
More about all these zines as soon as I have seen them too. (wih). 


THE STRATEGIC REVIEW goes bi-monthly from naw on (USA: POB 756, Lake Ge- 
neva, WIS 53147; 6/%3; Europe: wlh, address cf page 1 of this issue, 
6/SFr 11.-/¥%2). Last issue I got was I/4 (I suppose, II/1 will arrive in 
one of these days): Mapping the Dungeons; A Few More Words on Medieval 
Pole Arms; Chainmail Weapons Additions; Panzer Warfare: Additional Unit 
Organizations; Tractics Weapon/Vehicle Gun Changes; Generally Appearing 
as a New Class For D&D; ZLlusionist; Illusionist Spells Explanations; 
Tsolyani Names Without Tears (on Empire of the Petal Throne by its desig-~ 
ner, Prof Barker); D&D: The Clay Golem; D&D: 'IGUN' Stones; Gunfighters: 
Doc Holliday... 


SOME OTHER ZINES 


GIGO (Greg Costikyan, address above): The title of the zine means ‘Gar- 
bage in, garbage out' and is "a multi-fandom gen-zine". I only saw one 

issue up to now (number 3): zine reviews, SF/F/CoSim/Comics reviews and 
other stuff. And a special note saying that he is undud (but neverthe- 

less lives in NY...). More about it, when I saw further issues. 


“THE SPACE GAMER (US: Metagaming Concepts, POB 15346, Austin, TX (78752, 
6/25; Europe: wih, address cf page 1 of this issue, 6/SFr 13.-/42.60) 
Issue 3: several articles on "Stellar Conquest", including one comparing 
"Starforce” with SC; letters; SF Gaming News/Plugs; Reviews on several 
games, etc.- 24 really interesting pages for SF/F-games-fans. 
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SORCERER (SPI) (by Torbjorn Alm, Sweden) 
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"Sorcerer" is one of SPI's latest games. The subject is magical conflict. 
Naturally, the game is hypothetical and it is a multiplayer game. It also 
includes two good solitaire scenarios, which help to understand a lot of 
the innovative game mechanics, especially how to use the dominance of co- 
lours and how to select a hex for combat. The whole game revolves around 
colours. The game map is printed in four colours: 1"=hexes in red, orange, 
yellow, green, blue, and purple, and there are also white and grey hexes. 
White hexes actually represent all colours, grey hexes are neutral. The 
Counters are printed in the same colours, and on both sides. 
Each of the colours represents a magic power: sorcerers, magic units (de- 
monic infantry, trolls, air dragons), as well as enchanted fortresses and 
human infantry. There also are some sarcerers who have power over two or 
three colours. 

The most important unit is, of course, the sorcerer. He is able to create 
Magic units, restore the units’ strength when this one got reduced due to 
combat, and also he may fling megic bolts and do several other things; 

he 18 able to teleport. A multi-colour sorcerer is able to divide into 
Separate, one-colour sorcerers and can later recombine into a multi-co- 
lour sorcerer; it is even possible for a divided (cloned) multi-colour 
sorcerer, who has lost one or two of his parts, to recreate the lost 

parts and then recombine. 

The CRT also is based on colours. Combat occurs between opposing units 

in the SAME hex. The outcome is determined by 1) the colour of the hex, 

2) the coeiour of the attacker,. 3) the colotrs af the defender. and 4) 

the printed combat strengths. The colours are related to each other in 

the order blue-green-yellow-orange-red-purple~blue, and the system works 
somewhat like the stone-scissor-paper principle. 

Lf magical units ere fighting in a eolour hex, bath units. are faret aug~ 
mented by the value of the unit colour in that colour hex. Then the co- 
lour of the opposing stacks are compared in order to select the appropri- 
ate CRT. Combat differential and a die-roll then determine the outcome. 
Since there is never any penalty for the attacker, one should always at- 
tack. 
The game Sequence is rather peculiar too. First is the first player move- 
ment, then a joint attrition phase, where all magical units of the random- 
ly selected colours may undergo a one step reduction (called depletion) 

in strength. An already depleted unit is eliminated. The movement allow- 
ance and combat strength for depleted units is printed on the reverse si- 
de of the counters - they then are just flipped over. Finally there is 

a joint combat phase, where all combat is resolved first, whereafter 

the results are applied to the units. Then the second player moves, an- 
other joint attrition and a combat phase follow: in a multi-player game 
there will ba quite a lot of combat and attrition. In such @ game, th 
role of the first player is shifted at random in every game-turn - to 
increase the confusion. 


mM 


It is a rather unusual game, and any lover of fantasy games should try 
te rise the necessary mones (29) to get it. 


SORCERER (SPI) (by Merk Saha, USA) 


The CoSim hobby in the United States has witnessed,over the past years, 

a growing popularity of science fiction and fantasy games. Te tclas be honest 
and say I know very little about any of them; not because I'm particulary 
desinterested, but simply because it has been heartbreaking enough to try 
to keep up with the RealSims, if you will, and so I know of this other 
aspect only by hearsay. The reader should keep this limitation of the 
reviewer in mind in reading what follows. 


"Sorcerer" is Redmond Simonsen's second game for SPI (ta the best of my 
knowledge), "Starforce" being his first one. "Sorcerer" is much less com- 
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plex; it is a simple, fast moving 'fun' game for two to six players, with 
a solitaire game thrown in for good measure. Moreover, it seems to have 
been designed to introduce the board wargamer to fantasy games. Thus, Ma- 
gic Bolts are described as “analogous to artillery", etc; which means 

this game may be even easier for the CoSim gamer to pick up than for some- 
body with a background in abstract games. The basic game system borrows 
Heavily from CoSim conventions: movement points, "depletion", Combat Re- 
sults Tables (CRT), etc. 

"Sorcerer" takes place in a lend which "seven universes impinged, one up- 
on the other, ebbing and flowing in and out of phase” so "that which was 
substantial waxed insubstantial and that which was figment became fact", 
These various universes are depicted by six colours (the impinging univer- 
ses) and grey lands (the 'real' world being impinged upon). There are al-~ 
so white areas, representing a merging of all "The Colours". 

Accordingly, the mapsheet is of this land, which appears to be ..not un- 
pleasant place, with towns, rivers, mountains, etc - usual sort of place - 
and an oversized one inch hex grid has been superimposed on it (same si- 
zed hexes as "Alexander the Great"). However, every hex on the map is one 
of the six of "The Colours", or white or grey. Most towns are in the Grey 
lands, where ordinary people are safe from "Colours"; a few are in white 
hexes.. 


A Sorcerer is simply a mortal who has mastered the special properties of 
one or more colours and can use them to his benifit to conjur up an army 
of fantastic beasts, hurl Magic Bolts at his enemies, teleport himself 
from place to place, create chautic Vortexes which move across the board 
at random, etc. Obviously, the more "Colours" a Sorcerer has mastered, 
the more power he has, since every Colour is that much more board area 

he controls. 

Each player in the game represents a single sorcerer - hence, a two to 
Six player game - and seeks to enlarge his kingdom at the expense of other 
Sorcerers by such means as destroying human infantry belonging to others, 
‘converting white hexes to those of his own colour, and gaining control of 
cities. 

The Sorcerer accomplishes these things by conjuring up various magical 
demons with varied degrees of movement and combat strength: Air Dragons 
(Combat 3, Movement 15) are similar to cavalry, Demonic Infantry (5-9) 
are ‘light infantry', and Trolls (7-3) Heavy Infantry. These units may 

be conjured up simply by expending a Sorcerer's Movement Points during 
his Movement Phase - and, if they are lost, cost nothing. They have no 
victory value. Human infantry cannot be replaced, so they are worth vic- 
tory points. All units in the game have a simple two step-reduction; the 
counters are printed on the reverse side, and are simply inverted when 
they must lose one step: thus, a 7-3 Troll, when inverted, becomes a 3-3 
Troll. Two steps lost eliminate the unit. 


Also, just to make things interesting - this is fundamental to the game 
design - every colour in the game dominates one other colour: imagine the 
colours arranged on a wheel, with each colour dominating the colour on 
the right - so that a colour's domination of another thus runs along the 
scale of "Best, Good, Neutral, Inferior, Poor, Worst". The CRT is colour 
coded so that this relationship is automatically factored into an attack. 
The result is that, in a six player game especially, there will be a good 
many alliances and things of that sort going on. 
Finally, a player who is doing badly and becomes disgruntled, may simply 
start spitting off Vortices, ‘storms of Chaos! which move randomly across 
the board - automatically creating NEW vortex when/if it passes through» 
a white hex; any magical beasts in its path (Air Dragons, frolis, Demonic 
Infantry) are annihilated, human infantry reduced a step, and Sorcerers 
of one colour reduced a step unless they are in a hex of their own co- 
Laur. 


That's about as much as I can say about the game from my background, and 
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on the basis of a solitaire playing. I found the solitaire version ‘okay! 
for learning rules, but can see you really need opperents - preferably 
more than one ~ to have a good time. 


However, I cannmat compliment Mr Simonsen too much —- not only on the clean 
Simplicity of the game design, but the graphics and physical system which 
almost literally 'do all the work' so players are free to enjoy the game. 
Simonsen points out that the colours on the mapsheet were "deliberately 
muted" pastel versions; this was done "to keep the players from going daz- 
Zle-happy looking at the multi-colored field" and, more importantly, to 
assure that when you place a brightly coloured unit in a hex of its own 
colour, you can easily SEE it! Now, that's genius, in my opinion (well - 
at least it's experience). It's such a simple thought - and yet how many 
other physical systems designers would have thought of or worried about 
it? 


T would say this game is the perfect compromise for those wargamers who 
are looking for something they can enjoy with their non-wargaming friends. 
Moreaver, heh-heh, playing this with a non-wargamer will incidentally 
teach him about movement points, artillery fire over distance, cavalry, 
light and heavy infantry, etc. It will be a simple matter to spring a ware 
game on him after a few sessions of "Sorcerer". 

Finally, with 2-6 players, this one is good family entertainment. It can 
also become quite complex as you become more experienced; suggestions 

are given for added spells such as "Cloak of Invisibility" (which requi- 
res paperwork to keep track of where you are on the mapsheet) which al- 
lows you to strike with Magic Bolts, etc, while invisible. Also a gonad 
way of getting out of an alliance that has outlived usefulness! 


There is no question it is worth the money; a clean, excellent design 
and a beautiful physical system. You need only decide whether this type 
of game interests you. Even if you are not interested personally, keep 
it in mind as a gift item. 


OPS & INFO: SORCERER 


wih. The game looks really interesting and will be, hopefully, one of the 
next I'll try to play - provided my zines-publications=schedules allow 
for some extra-time. On the other hand - and this not only in regard of 
"Sorcerer", but even more regarding most of the other SF/F-games around - 
shouldn't SF/F-games be REALLY different from CoSim-games? Okay, there 
are spells, vortices, etc ~ with some (more or less) similar effects li- 
ke Command Control, Panic, Nuclear Explosions, i.e. uncalculable, unpre= 
dictable surprise-effects. Where does the 'flavour'! a SF/F-game should 
have come in? Well, I am no SF/F-fan (yet) - maybe THEY nevertheless 

will find this flavour and not feel that this - less than other SF/F- 
games, but still - is tonly' another CoSim-game, theugh, maybe, hopeful- 
ly, a good one. 

Up to now, I didn't see any other review on “Sorcerer”, but two playtes- 
ter reports: 


JEREMY S POULSON in his dippy-zine "Imladeris" 4 (Dec75): "...it is a 
Redmond Simonsen game. Redmond is the head of the art department at SPI 
so when he does a game it gets extra Special treatment. Like the other 
game Simonsen designed (Starforce), you get the feeling that your play- 
ing with a Child Guidance toy to teach preschoolers how to add and sub- 
tract. But let me describe the game to you (...)" and: "I playtested 
this game with the obviously wrong initial impression that it would 
catch the 'flavor' or ‘romance! of sorcery as is captured by TSR's D&D. 
This is my major complaint against the game. If you take away the intro- 
duction to the scenarios you have what amounts to a very sterile game. 
It's a boring geme even then. I'll bet that it's a best seller anyway.” 


~AREG COSTIKYAN in "Gigo" 3,33 (date??) also playtested the game (why 
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don't WE live in NYC?). About vortices: "The only way a vortex may be dese 
troyed is by passing over a grey hex, by colliding with another vortex, 
and by being dispelled by a sorcerer. I've seen games where noone but the 
vortex has won. Something like the plague rule in 'Strategy I'." And: 
"While I was playtesting the other day, I heard Simonsen propounding some 
kind of multi-dimension interaction hypothesis to explain magic in his 
game. I hope he doesn't print it with the game; a Future History with 
'Starforce' makes sense, but a Scientific Explanation of Magic with 'Sor- 
cerer' doesn't." His judgement: "In any case, I predict that ‘Sorcerer! 
will be both an instant success and a long-lasting classic. Unlike Simon- 
sen's previous game, 'Starforce'.” (About which, by the way, he writes: 
"I detest the game. I know of exactly one, repeat one, person who actual- 
ly likes it, and he seems somewhat inarticulate. Yet 'Starforee! is rated 
very highly, and is SPI's best seller. Or one of, anyway. Is there anyone 
out there who can tell me why?") 


Speaking of "Starforce": Mark Saha quotes a friend whe said of his first 
three-playerseffort at "Starforce": "Nobody could find anybody! So we 


couldn't have any battles, Finally, Bob and I blundered inta each other 
and had a battle. That left us both weak, so Nancy won because she never 
COULD find anybody:” 

ow, did anyone of you really PLAY the game and could comment on it??The 


map is so attractive -— I would like to play it actually - but since it 
looks somewhat complicated, 1] fear to waste my time... am I wrong? (Mar 
added to his notes on the above mentioned game pleyed by his friends 


Richard Plock and Ron and Nancy Siskind: "My friends hastened to add 
that this was indeed a 'very solid game' but that it was only for those 
who wished to devote a great deal of time to exclusive play of this one 
ti tle.") 


DUNGEONS! (TSR) (by Torbjérn Alm, Sweden) 


"Dungeons!" is a Sword and Sorcery geme from Tactical Studies Rules (TSR). 
It consists of a map, showing a dungeon with six levels, each containing 

a number of rooms and some large chambers. Rooms, chambers, and the dif- 
ferent levels are interconnected by corridors and staircases between the 
levels, Each room has one or several doors, some of which may be 'secret 
doors' tc be opened only by specific die-rolls (a "1" or "2" normally, 
"y""4" for elves). 

There are three decks of small cards: Monster Cards, Prize Cards, and 
Spell Cards. Monster and Prize Cards. In each room a monster card and a 
price card is placed, upside down ((i.e., as a player you don't know 

what kind of monster you will encounter, nor whether the prize you may 

win is worth all your trouble; and: monster and prize cards are given in 
different colours, ane for each level; in deeper levels the monsters are 
mightier, more dangerous ~— and the prizes more valuable, too. wilh.)). 

In each large chamber monster cards are placed too. 

As prizes you may find gold or silver or other value cards, each of which 
having a value expressed in gold pieces. There are also magic swords 
which increase the strength of a player, secret entrance cards, allowing 
players to pass through secret entrances. without any die-roll, EPS-medal- 
lion cards, allowing players to check the monster cards before fighting 
against the monsters (which might be very helpful), and crystal balls 
allowing players to look at monsters and treasures in a given room befo- 
re making up your decision whether you want to fight or not. 

The players (2-12) represent elves, heroes, superheros, or wizards. 
Each player tries to collect a treasure af a certain size, depending in 
Size on the chosen character. ({Elves are weak, but have to collect a 

much smaller treasure in order to win as the strong wizards who need to 
fight against some awful monsters - like Black Puddings and Purple Worms —~ 
in order to win the high prizes they have to collect to win the game;wlh). 
The lower ones goes down, the lerger are the prizes and the more dange~ 
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rous are the monsters. On the deepest, the 6th level, only a wizard is 
able to fight successfully. . 

The playing-pieces walk around in the corridors ((each one 5 aquares per 
turn)) and enter rooms, fighting against the monsters they find therein, 
in order to win the prizes guarded by the monsters. Two dice are rolled. 
Each monster card enlists the lowest score needed to kill the monster 
((which is different for each character, simulating the different abili- 
ties of each character to fight against a given monster)). If the die-roll 
18 successful, the monster is killed and the player collects the prize 
card. If he is unlucky, the monster survives and strikes back, and another 
die-rell gives the combat result: in worst case the player is killed ((and 
can start again as a new character)). Mostly he looses a price card to the 
monster and has to retreat. To win, the players have to bring their trea- 
sures to the entrance of the dungeon: an optional rule allows for ambushes 


/. go that the players can fight against each other, too. 


The game is very simple. You learn it in ten minutes, set up is a few mi- 
nutes, and playing time is 20-0 minutes, depending on the number of play- 
ers etc. It is a family game; the manual says 10 years up, and that is ab- 
. Solutely true. 


QPS. & INFO: DUNGEON? 


DUNGEON! is available by Tactical Studies Rules, POB 756, Lake Geneva, 
Wis 53147, USA: $12.50; Europe: available by me, cf page 1 for address,etc, 
SFR 33.-/46.40 (cf special TSR-ad in this issue). 


MIKAEL BORJESSON (Sweden): "'Dungeon" makes one think on D&D and is in 
fact the little brother to D&D. It bears the same basic idea about adven- 
tures with monsters and fantasy-characters and has the sama Gary-Gygax- 
touch (he is the devéloper of the game), but is much more simplified." 
"The game is fine as long as you don't use the optional ‘Ambush'-rule 
which is disastreous. Keep away from that temptation, and you have a very 
good game, very playable, fun, and exciting." 

wih: I don't agree with Mikael about the ambush-rule; but it might be wi- 
se to declear the whole first level as neutral zone, where no ambush 
should be allowed, in order to avoid "hyena'-tactics, or to introduce so-~ 
mething like the off-side rule of the European football: you may.only am- 
bush there, =f you enter the lst level after your victim did. 

By the way, D! suits well for solo-play, too. And: it is still a strange 
fact, that those who ordered the game usually after a while order some mo- 
re copies for their friends (one bought more -than a dozen "Dungeon!" up 
to now...) = though it's simple, it really is exciting and fun too. 


GARY GYGAX wrote that they usually don't use the ambush rule, that a wi- 
zard can use his transference spells even if he is heavily wounded, that, 
to speed play, they even allow to go to the main staircase automatically 
(where a good fay cures all wounds), but that wizards can't use several 
transference cards in one and the same turn. If you want to fight in the 
6th level, he advises that first you collect a lot or some Ist level pri- 
zes first to drop when your fights against 6th-level-monsters are unsuct- 
cesful... He also writes that he plays the game in 30 minutes with four 
players. I needed more time (ca 2+ hours) up to now. 


RICHARD MATAKA in "Wargamer's Digest" I1/11,31 (Sep75): "'Dungeon' is a 
fun, simple quick playing new Fantasy game that is different from any ga- 
me you've’ B ayed before." 


T.C. in "Spartan" 9,39 (Aug75): “an excellent addition to the rapidly 
growing field of fantasy gaming. It should be a particularly good way of 
introducing people to this spezialized area of the wargame hobby." And: 
"There are only a few, very minor points in the rules that probably should 
have been made more clear. However, even with this criticism I would 
strongly recommend this game to anyone who is interested in games with a 
fantasy flavor (...). I also can recommend this as a game that can be 
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easily learned and that can be enjoyable and replayed many times." 

(That issue - the last one I saw up to now - aiso included "Warlock", 30+ 
pages rules for a D&D re-rake/variation). 


DON LOWRY in 'Panzerfaust" 70,40 (Nov/Dec75) tells an interesting story 
about this game: "David R Megary designed this game and offered it to us 
(Guidon Games) to publish about two years ago (he then called it "The 
Dungeons of Pasha Cada"). We were very impressed with it but unfortunate-~ 
ly didn't have the capital to publish it then, so we returned it to him 
Via Gary Gygax - who had be the one to refer him TOMES on the Tars? ola- 
ce, (...) This game is, in effect the progenitor of ell af TSR's fantasy 
games for it was this game that served as the inspivationifor TSRia fa. 
mous ‘Dungeons & Dragons', which has, in turn, led to all the others." 
((wlh: I don't think that this information is quite correct: cf "Europa" 
4/5,17 and the D&D Forward ~ both written by Gary Gygax ~ the story of 
D&D begins with the Sword & Yorcery part of the "Chainmail" rules, the 
Castle & Crusade Society, and especially Dave Arneson whose rules for a 
Chainmeil-similar fantasy game got expanded, in cooperation with him, by 
Gary Gygax. But why should a fantasy game not get entwined with legends?) ) 


His jugdement is: "Obviously this is not a game for complexity or realism 
buffs. Nor is there a lot of Strategy involved. It is nevertheless a 
great deal of fun, especially with 4 or 5 good-natured players, easy to 
learn, and no two games. of it will ever be alike, It has the simplicity 
of 'Monopoly', and makes an excellent family game." 


PAUL WOOD in "MGR" 16,7 (Oct75): "You enjoy D&D but sometimes wish there 
was a Say to whip off an expedition in only 1 or 2 hours. You've never 
played D&D, like the idea, but wish there was a way to get into it with 
out spending hours (days, weeks, months) building and stacking your dun- 
geon. You don't mind all the work for D&D but sometimes you would like 
another version to play with your friends and family. If any of these sta-~ 
tements apply to you, then POOF your wish has been granted by the gnomes 
at Tactical Studies Rules, the originators of D&D and the whole fantasy 
gaming craze. ‘Dungeon! is the game you've been waiting for." He thinks 
the game is “best when played with most of the optional rules" and sta- 
tes: "Interplayer combat is more prevalent, and necessary, in the multi- 
Player games, but this adds a unique twist not found in most D&D games. 


All in all, an excellent visual version of D&D", 


JOHN MICHALSKI in "Wargamer's Information" 12, Jan75) adds an interes- 


oe 
ting aspect of the game which I remarked in the games I've seen played 
up to now too: "Its prime appeal, in my opinion, is simply that it's a 
lot of fun. A typical game is a lot noisier, happier affair, I've found, 
than many typical wargame sessions being carried out in abject (or dejec- 
ted) silence. Once players are in the spirit of the game (which doesn't 
take long) there's much more kidding around than usual (...) One reason 
for this, I think, is that in ‘Dungeon!' each player is fighting the 
SYSTEM and its secret doors, wandering monsters, etc, rather than each 
other, as in the typical wargame. (...)" Another point he makes: "The 
clincher to me about 'Dungeon!'!,however, is the fact that it can be play- 
ed with all those wary outsiders to the hobby such as wives, etc, who 
think all gamers are nuts and their games crazier still. Sit a girlfriend 
down with 'Dungeon!' and you may be su¥prised at the results (...). Wi- 
fes and such who wouldn't touch a cavalry corps with a ten foot panzer- 
faust are susceptible to being lured into the role of a Superhero ta-~ 
king on mummies and trolis." Contrary to others he feels: "Continued 
play will reveal a lot of subtleties built into the game that weren't 
apparent to you at first; there's a lot of room for different strategies 
in this game when you give it some thought." 
EUROPA 10/11,73 (Aug/Sep75) had a mini mini-review; "Joker" 1,29 publi- 
shed a review of yours truly (in German); the game can easily get expan- 
ded by additional rules, making it as complex as you want, by the way. 
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PETAL THRONE: "I'm not enthusiastic (in fact I think it's not worth the 
price) for several reasons: 1) The main reason is that it is just a more 
developed D&D (which, in itself, is not a bad idea), but ina completely 
unfamiliar environment which I think is much harder to relate to: someone 
playing D&D for the first time still has a mental picture of a Goblin, or 
an Ogre =~ but a 'Cholokh', or an 'Ahoggya' are just meaningless ta them.- 
2) The referce has a much harder job in that there must be a large number 
of non-player characters (at least until some players have reached a high 
enough level to become citizens) ~ probably more non-player charcters 

than players ~ and missions will have to be given to players without re- 
moving their freedom of choice (initial players will have to be in the em- 
ploy of some non=player character - say as guards = and in such circum- 
stances can have little choice of action = while if you take underworld 
expeditions as an ‘easy way out! it returns to D&D with different monsters 
and treasure. 3) There is still no adequate combat system. 

Good points (worth transfering to D&D?): The concept of original skills, 
and professional skills (though I have some reservations about the organi-~ 
sation of this list - a fighter must become a 'mace/flail' user before he 
can become a 'crassbowman' - even if his strength is too low to use a ma- 
ce or fleil!). Good, too: the full description of ‘Gods & Cohorts! (but 
they are difficult for the GM to handle!)" (ANDREW D HOLT). 


wilh: Others have seen it much more favorable: Drew Neuman in "MGR" 16,17 
feels it “is the fantasy game of the year" and "after playing the game, 
ane can become addicted to i+, and for disrupting ‘normal! wargaming, it 
is worse than DéD. It is well worth the price, as it is a game of never 
before scen quality". And Rod Burr in "The American Wargamer" III/1,6 
also feels "it is worth every penny of it". "Perhaps the best way to pic- 
ture the completeness of Tekumel is to say that if J R R Tolkten had cho- 
sen to write the 'Lord of the Rings!’ trilogy as a game, it might be com- 
parable to this. It is the thorougness of the background that is the real 
meat of ‘Empire of the Petal Throne'."(Cf also: AmWarg I11/3,4.- Other 
reviews in: WgInf 10,2, PF 70,42, 5&7 53,19, moves 23,26, Fantasia I/6, 
Owl & Weasel 11,5, cf also former issues of E for some mini-info. YOUR 
other comments on EPT? (EPT: available by TSR, or from mc). 


STARPROBE (by Nicky Palmer, DK/UK) 


Following the spectacular success of TSR's D&D, this small but imaginati- 
ve company is producing a large number of new games with some of the same 
concepts. One which has appeared last year is ‘Star Probe', designed by 
John M Snider, and retailing at 26 (SFr 16.50), for which you get a rules 
booklet, and very large map of star systems, and some rather elementary 
ship counters; like D&D (which is rules only) this game stands or fails 

by the rules. 

The players choose their race (1 relished the opportunity to play a race 
of cats, being feline-crazy like many English), space ship types, and 
equipment and manning; thus one can choose a fast ship with thin armour 

or vice versa, well-armed exploratory teams or highly trained ones, goods 
for barter, missile stocks, etc. The object of the game as it stands (pos- 
sible expansions, including military actions with fleets of spaceships, 
are promised in further volumes) is to obtain as much treasure as possib- 
le, from negotiation and barter with the inhabitants of the star system 
you visit. A sort of mercantile USS Enterprise. You attempt to classify 
the planet (intelligent life, minerals only, or whatever), to contact 

any intelligent-life forms, avoiding racial and other problems (natural- 
ly, felines have problems with canine races in particular, and humans get 
on poorly with amocbae!), and to arrange the purchase of valuable mate- 
rials from them. If negotiations break down, you engage in conflict with 
them, possibly calling in military assistance... at a price. 
All of this sounds rather promising. Unfortunately, the game seems to me 
to be rather dull in practice. The combat system is highly rudimentary, 
depending largely on luck with a series of die-roils to a much higher de- 
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gree than in D&D, where there are sufficient variables toa Give skill a 
good chancc. Wandering from planet to planet is reminiscent of some the 
less interesting aspects of D&D where one wanders from room to room, oc-= 
casionally running into something worthwile. Success in negotiation de- 
pends largely on luck ~- there is no way of telling whether a star system 
will be populated, and if so whether the inhabitants will be humans or 
canines or what. If it was asvaried as D&D one would be able to find or 
build equipment to help at this sort of thing, but here you just move on 
to the next star, with megarons' worth of treasure in the hold. Probably 
the best way to make the game more varied would be to combine it with 
‘Outdoor Adventure rules from D&D; alternatively the future columes may 
(probably will) liven it up. At present, I don't think it will have much 
general appeal, though perhaps scifi addicts will find the circumstanti-+ 
al detail sufficiently absorbing to hold their interest. 

One interesting question remains: does the fascination of D&D depend on 
the 'dungeon atmosphere'? Perhaps it's the claustrophobic suspense of 
wondering what lurks around the next corner which gives it the unique 
Flavour. Certainly outdoor adventures seem to lose something of the at- 
mosphere, and Star Probe loses it altogether (for me, at least). 


wilh: GARY GYGAX replies: "Nicky Palmer is the first person I've heard of 
that played 'Star Probe' and didn't like it! Of course, it is NOT a tac- 
tical gamei! It says it isn't that, and the combat system is simplified 


in order to make the strategic game move faster. It is the basis upon 
which the complete campaign approach will be built, and eventually we 
will have grand tactical rules for fleet space actions, tactical rules 
for both space and surface battles on smell scale, and rules for indivi- 
dual exploration of planetary surfaces. I have book two to edit now, and 
it should be released sometime in 1976, followed by book three later. I! 
11 be happy to have somebody else comment on Palmers! review, for it 
sounds as if he has totally misunderstood the premise of the game, and 
for that reason his review will be absolutely meaningless." 


Actually, the opinions seem to diverge - depending maybe on the reviewer 
being more a wargamer or a scifi fan. Greg Costikyan in "GiGO" 3,31: "As 
a two player cr multi-player game, SP fails miserably. Almost everything 
is determined randomly. The amount of control the player has over the 
course of the game is minute. In effect, a player is playing against the 
dice.- And no more than 1 player is really needed. Thero is no reason, 
in terms of the game, aside from the victory conditions, that more than 
one player is needed. Thus, it is an excellent solitaire game." George 
Phillies in "The Am Warg" II/9,1 also doesn't like the game ("rules 
which provide a lot of tebles and complication that add little or nothing 
to the game", "is not so much a wargame in the usual sense - a competi- 
‘tion between players ~ as it is a die rolling contest"), but he admits 
"This is much a matter of taste, and I gather that there are many people 
who enjoy games like this", however, he “is not one of them", but with 
additional rules (i.e. the future volumes of the games rules) "it may be 
a much better game”. Don Lowry in "Panzerfaust! 68,3© compares it with 
"Stellac Conquest" and says that SP is "no less complex or challenging", 
and “in many ways it has the open-ended feel of D&D": "if science fic- 
tion games interest you, and you're not afraid of a little paper work, 
it is well worth the $6.00 price".~ Cf also E 6~8,30.~ And, Edward C 
Cooper, in "The Space Gamer" 3,17: “Interested in a game that offers so- 
mething different in the way of SF conflict simulation? Has the ultimate 
in detail, a game you win more by skill than luck, a game the avid gamer 
can really sank his teeth into? SP may be just what you are looking for.' 
Because the player has "to make the most out of what little he has" and 
has to plan his mission carefully, the game is "a challenging contest". 
The greatest advance: it “can be shortened or extended indefinitely". 
And: it can be played “solo with no loss of flavor or challenge." He 
fcels that SP "has something of interest-for everyone.” Your opinion? 


t 
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AXIS WARGAMING COMPANY. 


"The games we sell are run like Rick Loomis's games ((Flying Buffalo)): 
they are multi-player games, with each player sending his turn to a non- 
playing moderator who compiles the results and sends them back to the 
players in the form of a printout. There is, for instance, "Prelude to 
Armageddon", a very complex ultra-tactical space-war game. Ships have dif- 
ferent weights, propulsion systems, Energy Potential, sensors, weapons 
and defenses. Infinite three-dimensional board. Formulas for acceleration, 
true-distance, computing combat odds with the various weapons systems 
(High-Energy Laser, Short Range Battle Cannon, Nuclear Warheads, Ion Bul- 
lets and Anti-Matter Bombs). Various intensities of damage can be inflic- 
ted. The object fo destroy the ships of the other players. Rules 354, ga- 
me fee 20¢ per turn." 

"We will sell our rules to European customers at the same price as we do 
to Americans as a special enticement for them to buy the rules, even 
though in most cases it's costing us the price of the rules just to mail 
them to you. We will let them play in our games for 15¢ per turn more 

than it costs Americans to play in our games (35¢ per turn, in other 
words), which covers the extra postage. Our due dates are two weeks after 
the printout is mailed cut, so they shouldn't have problems getting the 
turns in on time. ({wlh: maybe they'll have: even air-mailed letters take 
4~8 days from one continent to the other))." (GLEN TAYLOR, 6908 Buchanan 
St, Lencever Helis, Md 20784 YSA)s 

1820, a game of the Napoleonic Era for ten players, played on a hypothe~ 
tical world, "one of aur best games (in my Opinion)"(Glen Taylor): you 
start out small and have to expand. You may make overseas invasions, but 
you have to load the units aboard the navies, and risk having them sunk 
with the carried units. Rules and map 35¢. — 

Octagonal Warfare is an abstract strategic tank-battle game. You start 
with small number of Cities (basic unit of the game), can build more, in 
addition to capturing them from other players. You can build forts and 
tanks with your factories. Rules 25¢. 

Aleph-Nuli, an abstracht game of contemporary combat. Very little luck in- 
volved. Rules 25¢. 
War, an abstract game played with several different weapon systems, towns,. 
factories; subtle interrelationships between units; detailed supply ru- 
les. Rules 25/. 

Cosmic Chaos ((may not be released yet)), the ultimate in exercises for 
the imagination. Strategic space-war game in which you can design, re- 
search and use in the game ANYTHING you can dream of. You not only don't 
know what the other players have cooked up against you, but what the mo- 
derator has thrown in just to make things interesting... Rules 50¢. 
Breakout, man-to-man level game simulating an escape from a Nazi prison 
camp. Rules 35¢. 

Cubic Warfare, a fairly simple game for cight players. Recommended for 
novices, although you must be a good player to win. Rules aay 

(Game description: abbreviated quotes from the Axis-flyer). 


CARAN YE Ta 


_ CHRIS HARVEY: "I am really excited about a new computerised SF game I 
will soon be running. It is the most complex game ever created, if you 
think 'Battle Plan! is complex. The introductory sheet (which is interes- 
ting reading} costs only 25p, while the rules cost ¥i. Also there are two 
issues of the 'Galaxy 11' newsletter in print in the UK; these are requi- 
red reading for complete enjoyment of Gil; they cost 31 and 30p respecti- 
vely.- I am playing a far simpler version at the moment called "Starbase 
2300" which is great fun but nowhere near the complexity." (Interested? 
Ask Chris Harvey, 11 Woodside Way, Aldridge, Walsall, West Mids, UK, for 
details. In his zine "Overkill" he also runs computer-moderated games. 
Other computer moderated games: Flying Buffalo, POB 1467, Scottsdale, Az 
85252, USA ("Battle Plan", "Nuclear Destruction", ste; cf former Bis)< 
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Space ship and planetary combat counters (yellow and dark-blue}), planeta 
ry space-map (hex-grid), partly coloured 'Avalon'~map (representing an 
abstraction of the Caronan Continent and Oronesian Islands), a combat 
_table.(on normal paper), 16 pages rules booklet. 2-4 players. Based on 
Poul Anderson's "The People af the Wind", simulating the Terran Empire's 
‘invesion of Avalon, home of the unique Human/Ythri sotiety. 


TUNNELS & TROLLS (Flying Buffalo, Box 1467, Scottsdale, AZ 85252, Das 

and Chris Harvey, 11 Woodside Way, Aldridge, Walsall, West Mids, UK,/24+). 
(UK:° available in April or so). Inspired by D&D, seems to be simpler, ve- 
ry playable and fun. (Cf review in "The Space Gamer" 3,16).Supplm: %1/8Qp. 


UCLEAR DESTRUCTION, is now available as a game, in a form that can be 
played without a moderator for up to 9 players. An “at home version". | 
Comes with plastic turn sheets, play money, 2 pages of rules. %6 from 
Flying Buffalo, £3.75 from Chris Harvey (addresses above). Seems to be 
somewhat expensive according to the components ‘description - but I have 
not SGen a Teview copy ‘yet: 


WHITE BEAR & RED MOON, £8, from Flying Buffalo and, also from Lou Zocchi 
(1513 Newton Dr, Biloxi, Miss 39532). A Fantasy game. "It has a large 4- 
color map on heavy paper, 280 die cut counters in four colors, and a 60- 
page rules book" (Wginf 11,1). Charles Vasey who doesn't like Fantasy ga- 
mes, writes: HUT it certainly is excellent value for money, a beautiful 
map, counters, and interior artwork. Carefully thought out rules presen- 
ted in a narrative form to explain their meaning all enhance the game. 
Even we died-in-the-wool anti-Fantasy people were sorely tempted to play 
it. If Fantasy is your subject then get this game." 


FORMALHAUT-IIT (Attack Wargaming, 314 Edgley Ave, Glenside, Pa 19038,US; 
(3; available also from Lau Zocchi, cf above). Heavy-paper, 4-colour map; 
thin semi-cut counters; rules booklet. Tactical, ship-to-ship combat in 
outer space. 13 scenarios. Cf review in S&T 54,17. 


STAR RIDER (alse Attack Wargaming), 2¢6.Reviews an: "The kK" 21,13 S81 31, 
18; "The Space Gamer" 2,7.- SF, 3-color, heavy-paper map, hand-illustra- 
ted die-cut counters, star description cards, typeset 8-page rules book- 
let. Intergalactic colonization, exploration; 2-3/4 players; an amateur 
game - with some drawbacks, probably, but some interesting ideas. Obvi- 
ously each reviewer got a slightly different version of the game (e.g. 
they mention 80 or 89 or 99 star description cards, etc). 


TWO TOWERS (availably by Lou Zocchi, cf above; 48), Tolkicn fantasy ga- 
me; die cut counters, 22x28" map (Middle Earth). If the die-cut counters 
version is sold out, there are games with uncut (but mounted) counters 


for Af. 


RING BEARER (Lou Zocchi, 34), fantasy miniatures rules, multi~player ga- 
me. 

THE MONSTER SLAYER, fantasy game for face to face play, 3-4 players. Des- 
cription {part I), rules in "Supernova" 26 (Flying Buffalo, address abo- 
vee Subs 5/782). 


STELLAR EMPIRE, an amateur game, 30 interstellar colonization and war ga- 
/me, needing an umpire, is shortly described by its designer in "Superno- 
va" 26,5; you may also contact John W Berry, (7117 Cecil 12, Houston, ie 


MESSERSCHMITT WAR-GAMING runs several computer-moderated games: "Revolt 


on Jupiter XII", “Interplanetary Warfare", "Octagonal Warfare", UStar- 
atots —s " fo: ; St, Hyatts- 

ship”, ‘Galatetic Empaze”, ete, Into: Tom Philo, 5400 Emerson oe EY 

enuley MD 20781, US). CF also: Flying Buffalo's "The Favorite” 26,1f; 

tSupepreva™ 2a;,6, ete. 

UFO (J Daugherty, 4412 Cathy Circle, Glendale, AZ 85300285): ef S&T O41 
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THE STATE OF THE ART (by Jack Greene, USA) 


This issue I want to touch on TOBRUK as the designer came by Avalon Hill 
and as I am new somewhat connected with Avalon Hill a fair amount of con- 
versation on the game floats about. I also wish to discuss in some depth 
JERUSALEM and SHENADOAH. 

But first I should explain my new employment and living arrangement. The 
View from Isla Vista is now an impossibility as I now have moved to Balti- 
more, Maryland. My new job is one of a Pressperson's helper at Eastern 
Qffset, which is owned by Monarch Printing. AH is also owned by Monarch 
and I work on the 4th floor while AH is on the 2nd! I think this is pret- 
ty close to fulfilling a childhood fantasy! ((wih: We'll certainly hear 
more about this - and the intermediate changes - in Jack's next article: 
this one was written some time ago...)) My roommate is Randy Reed in an 
apartment out in Perry Halil. Jt is quite a change from Isla Vista - need- 
less to say. 

Why did I move? Incredible personal reasons, a good paying job, and a 
chance to move to the St Peter's of the cathedrals of wargaming. I rather 
fondly refer to my stint in straight and middle-class Perry Hall as ‘the 
monastary'. Randy, designer of "1776", when he is home, takes care of his 
aquariums (three) and thinks about breaking cut his photography equip- 
ment. 
Currently, my project is to see if a game désigner lives within me as I 
am attempting a game on the campaign of KGniggratz (1866) in Bohemia. I 
have access to most everything in English, but’ would like to correspond 
with someone who has access to the Austrian official history of the Se- 
ven Weeks War. I also recall that English group who was working on such 
a game, if. anyone from that group could contact me... 


Sn 


Turning to the first game I would like to discuss will allow me also to 
say a few words about Simulations Design Corporation (SDC). Their first 
real new product is out on the market. "Jerusalem" (SDC, PO Box 19096, 
San Diego, CA 92119, USA; 38 & 41.50 postage) is a pouch game (arrives 
in a plastic zip bag), was designed by John Hill and would have been in 
"Conflict" 9. If you have an unused credit (i.e. your subscription had 
not ended to "Conflict" magazine) then write and a credit slip will be 
sent to you. Dana Lombardi hopes to mail all credit slips out by Christ- 
mas ((1975...wlh.})), but don't count on it as money is still tight with 
SDC as the seek a new stability. ; 

JERUSALEM is a superb game, pure and simple. The only drawback about it 
in my way of thinking is that if is a bit too long (4 to 5 hours) and is 
complicated (mot complex, i.e. no complex item to manipulate, but there 
is a lot to remember). The graphics are beautiful, it makes use of big 
hexagons with large ‘Rand type’ of counters, and is fast movang. Umits 
can fight, move, and fight again ~ and keep moving and faghting until 
they 1) run out of movement points or 2) lose a fight. 

One has tanks, leaky flamethrowers, garrisons, leader counters {inclu- 
ding a very important bomb thrower, El Kutub), transports, Elite Arab Le- 
gion units as well as the. Irgun and Stern Gang units, plus many more. 

The combat results table is a simple 'kill' or not killed table. Leaders 
usually increase your strength or subtract/add to the die roll though 

one Avab leader cuts in half the stack he is with! The game includes set 
up charts and a fat rules booklet that includes a short history on the 
War. 

The game evolves around the attempt to see who gets to keep Jerusalem 

at the time of the 1948 war for independence. The Arab player may win 

by either cutting off supplies to Jerusalem by cantrolling ail three 

main roads to Jerusalem and limiting them to only four hexagons. The Jews 
win by keeping this from happening. ; 
This game is like no other one you have played. Maybe a little bit like 
"Battle for Hue", there are virtually no fronts, sudden stabs of great 
strength, reinforcements arriving each turn with the elite of each side 
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arriving towards the end af the game with everything climaxing on the last 
few turns. Basically, at the start, the Jewish player can do as he pleases 
unless he runs inte a strong camp of Arab 'Mufti' units led by an excel- 
lent leader like Abdul Khader Husseini. The Iraqi and Syrian units, 
though they arrive early, are weak and few and move slowly. Then, about 
the 6th turn the Arab Legion starts to pour onto the board from several 
directions and they are both well equipped with transport (including 
halftracks), tanks, and artillery. The Jewish player must destroy part of 
this army or one is in trouble. Many a unit is killed in this game and 
action moves all over the board though certain key positions and road jun- 
etions can be all important. The Jewish player even receives road buil- 
ding counters to build roads around strong enemy positions so a convoy 

can get through to Jerusalem! 

This game is a winner. I only wish an adequate survey could be done to 
gauge player response to it, especially the graphic layout, counters, ete. 
"moves" ...?? Anyway, I hope to see other comments within tFuropa" over 
the next few months about this game and maybe some strategy ideas as well. 


The next game is the third one to be published by Battleline {(Battleline 
Publications, PO Bnx 1064, Douglasville, Georgia 30134, USA; ANY ee BO) 
"Shenddoah" arrives boxed. It concerns the several campaigns and battles 
fought in the Shenadoah valley in 1862 and 1864 during the American Civil 
War. There are 19 scenarios from 5 turns long to many turns long. This is 
a unique game that I-wouldnrecemmend to either the American: Civil War 
buff or one who enjoys getting deeply inta games, like "Anzio". thas 26 
nat a game that has been cranked out and is played onee or twice and then 
dropped. Just to -umderstaad it, requires about six playings.of it, so 
“one can achieve @ good grasp of the mechanics and.also to understand one 
of the few games that operates on day moves on the operational level. 

The game.is a cross between strategy and grand tactics. Units are ‘points' 
that are used as 'change', as in "Frederick the Great" (SPI). One has 
artillery,. cavalry, infantry, wagons, supplies, forts, and leaders. Lea~- 
ders may get killed, help in battles, aid in force marchs, and the South 
_can win because: of them! 

While some: of.the shorter scenaries really require an incompetent player 
_on one side or the other (and don't forget the danger of mud), the longer 
scenarios possess both strategy and movement. 

Graphics are bright. The system used is unique. Both, .miniaturists and 
players of "Wooden Ships and Iron Men" will see familiar looking charts 
and rules;. this game reflects both arcuracy and a feel. for the period, 
but needs a touch more dash and elan. | 

However, one of the most exciting features of the game that does cause 
the suspense to build and superb bluffs is a hidden unit composition 
chart for the Confedracy. The Union player does not know if he faces a. 
dummy unit, or if it is real, .how strong or what types of units - until 
he moves within two hexes of it. This also allows for the realistic use 
of cavalry screens. 


..Some further. comments. in passing. On my way out Fast in early October, ! 
had the chance to stop by Game Designers' Workshop (GDW) and see and play 
-Frank Chadwick's soon to be released game on Waterloo. It ison the same 
scale as Avalon Hill's old "Waterloo" - and it is good. Frank still pro- 
“duces a lengthy game to play,-but it is much more ‘accurate than the AH : 
game. Units will be two step reduction like the English units in.."Crimea 
or the units in "Kbhalkin-gol" (one flips them over). 

I also got to see Marc Miller's work on the Russo-Japanese War game. 
_.This ones will be now be two games which, if both are purchased, will 
give one the land and Sea campaign. Scale is definitely strategic, so 
don't expect detailed ship damage and tactical rules. Basically it looks 
good and should be more of a step forward in the state of the art than. 
‘Frank's game.. 


Jehn Edwards of Australia's Jedko stopped by Avalon Hill as well. Jedko 
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is his "Europa" - though he might make @ little money unlike Walter. John 
was in nis mid-20's and left off a copy of his latest, "War at Sea", a 


Simple fun, but not too accurate, surface ship game of the European thea- 
ter, during World War II]. It assumes a greater effort on the part of the 
Axis. In the States it is available through "Panzerfaust/Campaign". (Be- 
cause of some hassles Lowry has had, he changed the name of PF to "Cam-— 
paign". I gather that some people over here, because of the name "Panzer-~ 
faust", assumed it to be the journal of American Neo-Nazis.) 

({Jedko Games, 111 Beatrice St, Cheltenham, Victoria 3192, Australia; 
they also: published "Adrican Campaign", "Russian Campaign"; wilh. )) 


Finally, Wellington's Victories" (Rand; 36.95 plus postage; boxed) is 
out. 
* 


T can't resist some comments about the back section of £ in the last is- 
sue. First let me say I think the "Chancellorsville" map is a beautiful 
piece of art, though I agree with Tom Oleson's comments on “Alexander the 
Great's" map. So did "moves" readership in a feedback sequence. 


To Ellie Nye, I play for the fun. However, I did enter the "Wooden Ship 
& Iron Men" tourny to win 50 dollars (I didn't)! By the way, being an 
old friend (since 1965) of the man who shouts "Blood must flow" and in- 
spite of his violent temper and strong will, I would agree with the com- 
ments that "blood must flow" is mainly in jest. The ‘Women X! knew this 
as well, but it was still the act of saying it for her that upset her. 


I must really disagree with Lew Pulsipher. I do not think I am an isola-~ 
ted 'fantasy freak' in my attitude towards games. D&D should prove that, 
a game where or > can be an individual, can assume a role and play it to 
the hilt. 

Qne of the beauties of wargaming is that it is like an Errol Flynn movie: 
the sides are known, there is a strong splash of escapism and fantasy, 
and in the case of the games, only cardboard counters get hurt: 

I feel a person should be involved in anything he does and not be ab- 
stract about it; to take Leéew's point to the logical extreme, we should 
publish and hold classes on how-to-win-better at wargames and have text- 
books so one can make all the right moves followed up with a computer 
spitting out optimum strategies. Does one make love that way? Some people 
do. I'd sooner lose a game and have been heavily involved with it (al- 
most feeling it, certainly making it a totality of experience, though 
this is rarcly achieved), then winning by sitting back and moving ab- 
stract counters here and there and going "ah, bullshit, bulishit, ah, 
optimum strategy 1A ee calls for unit Z to hex b2i" 
I would agree with Lew that wars are neither glorious or that they pro- 
vide an outlet for an ‘instinct’ to kill. I certainly do not play it for 
that xeason. 


As to Gary Gygax. Well at least he admits he is a sexist. A game should 
have period flavor, and for "En Garde” to lack bawdy houser, or D&D to 
not have beautiful Amazons would lack flavor. Yet that one would not al-- 
so deal more effectively with women's roles in a certain period, is a 
unfortunate self imposed limitations. 


Wargamers ~ an elite. Ellie, overhere social classes are anything but de- 
funct from our vice-president down to a Baltimore lower class line drawn 
largely on racial grounds.- Christopher MacLachlan speaks of “an assumed 
dislike for out hobby” that may not exist. I know that SDC was excited 
to know that the press coverage over here on "Origins I" was favorable. 
It was not too long ago that "Esquire™ built an entire parody around 
Spartan International ((a ance famous club/magazine - members Fad uni- 
forms...3 wih)). I would say that wargaming is certainly more controver~ 
sial than say, bee-keeping as a hobby... 

* 
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What follows are some comments on "Tobruk" by Randy Reed. Let but add two 
points. One, the research on this is incredible. I had the opportunity to 
meet Hal Hock down at Avalon Hill recently and he does know his stuff. We 
sat and dicussed everything from percentage of angle deflection to vari- 
ous accounts of actions in the desert. Secondly, since I am one of those 
jaded consumers that Randy speaks of, I do find it hard to work through 
all the scenarios. Therefore, I would say, that one should 'get into' 
thie game - or else let it go by. It is rather ineteresting that when I 
first started writing in wargaming journals a few years back I was into 
very accurate games. But an "Anzio" or "Tobruk" or "Shenadoah" requires 
one to spend a great deal of time and energy. Presently I've come almost 
full circle in enjoying very playable and fun games such as "Jerusalem". 


((wih. Randy's article, originally a part of Jack's contribution, will 
follow below: I'm trying hard to avoid "heavy editing", so that people 
like John M can only complain about the colour of the paper or other im- 
portant things like this in their reviews on E...3; editing, by the way: 
those of you, who get "Panzerfaust/Campaign" too, can compare Jack's ar- 
“ticle on his pilgrimage to the ‘Cathedrals of Wargaming'!: It got publi- 
shed, unedited - and without a note that it appeared in E before - in 
PF/Campaign (13 ef E 20/11,76 Sqq...)) . 
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RICHARD. BERG (USA): "'Jerusalem! is Conflict Magazine (SDC from Califor- 
nia) — without the magazine. They're trying to raise the money for a next 
issue with the games they have ('Cromwell' should follow - who knows 
when), but this - with a little luck - should get them a bundle. John 
Hill again, and count on John for a large dose of flavor. Any game that 
includes counters for the Stern Gang and the Irgun plus a rule for the 
leaky Jewish flamethrower has got to heve plenty going for it. Peartesiae 
as hell - both literally and figuratively; the physical production is mi- 
les above Conflict Mag's previous efforts. Lord knows John still has 
trouble writing concise rules, but anyone with a smidgen of experience 
shouldn't have too much trouble here. Again, that fluid movement/combat 
idea, with hundreds of units -as the Jewish player attempts to retain 
the stronghold of Jerusalem and keep it supplied with the Jerusalem Con- 
voy. The Jewish player barges through the road to the Holy City, blas- 
ting away the Arab tribesman, while the Arab player tries to keep his 
Arab Legion together for the big strike that will destroy the convoy and 
isolate - and starve - the city, making it more and more susceptible to 
attack. Leader counters - mostly for the Arabs - and lots of different 
units. And lots of fun. I do object to such a simplistic CRT (Combat Re- 
sults Table) tho. Even so, it does go with the nature of the game." 
RICHARD BERG, also, in "S&T" 54,17: "Moderate complexity, fairly long." 


ROD BURR in "The American Wargamer" T11/4:3 (Dec 75); some quotes only 
(the review is one page long): “The most unusual thing about the game is 
the turn sequence. Each player turn consists of a road movement phase 
and an off road movement phase. The player is able to decide which of 
these he will play first, with some units able to move in ons phase or 
the other, and some able to move in both. Coupled with these is the un- 


usual combat resolution procedure" (cf Jack's review). "The CRT used for 
Jerusalem is the same as that used in 'Bar Lev', with defending units 
always receiving first fire." "Due to the delay in its release, the game 


has been subject to extensive playtesting, both by SDL and by GDW (where 
it was quite popular), and thus virtually all the bugs have been ironed 
out of the rules." “Overall 'Jerusalem' is quite an exciting game right 
up until the end of the last turn. The game is quite bloody with both 
sides suffering very heavy casualties (.«..) ‘Jerusalem’ is indeed a wor- 
thy successor to 'Bar-Lev' and 'Kasserine Pass'." 


TODD ROSEMAN in "Wargamer's Information" 9 iin cede psi fee © gS im 
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they "are generally complete with but a few unclear passages. And the ru- 
les are not even written like a legal document." And: "Despite the game's 
moderate level of complexity, efter a few games it plays smooth as glass." 
He says, that the "combat system garerates the only camplaint I've heard 
about Jerusalem! Some players dislike the massive attrition SDC games ge- 
nerally involve, even though replacements keep the number of units in play 
about constant. Guess you can't please everyone." He summarizes: "'Jerusa- 
lem:' is a game with high physical quality, moderate complexity, and (as 
far as I can tell) historically accurate. Once the players get the hang 

of the new rules, play is fast and furious." ((In the US the game.is al- 
so available from Flying Buffalo, POB 1467, Scottsdale, AZ 85252, as well 
as the really well and fast informing "Wargamer's Information" 12/%2, 
Overseas air: 12/8; UK-agent: Chris Harvey.)) 


wuN LOWRY in "Panzerfaust/Campaign" 71 (Jan/Feb 76) only describes the 
game. 


JOHN SPENCE (UK) wrote a review for AHIKS' "European Newsletter” 31 (Jan), 
an. AHIKS=-members will see that he liked the "nice fresh game with a taste 
quite unlike any game that I have tried to date". He "must recommend this 
game wholeheartedly". 


CHARLES VASEY (UK) in "Victor Ludorum" 6 / "Battleground" 19 adds "The 

action, being mostly convoy running and road security, requires the use 
of new systems and I feel that ‘Jerusalem! succeeds. Ymart map, garish 

counters, fine rules.” 


Further mentionings in "Signal" 67 and 82, and “Europa” E 9,42. 


wih: This game really is fun - and it has a unique flavour. The rules are 
messy, but a lot of examples help to understand them; and if you take no- 
tes in reading them (and read them twice or three times), they are no re- 
‘al problem. And some parts are amusing to read. The combat/movement sys- 


tem — that you can move and fight as long as you have enough MPs and 
don't get defeated ~ is exciting. The 'bloody' CRT helps you to bear 
your losses - the other player usually looses a lot of units too... Some 


real gags are built in too: the Davidka unit "an ancient Turkish 150mm 
mortar stolen from a war memorial" which blows up, when you roll a 6; 
the Mufti units: in some cases, some die rolls mean "that Mufti unit's 
morale is broken and it is removed from the game (it goes home)";.the 

El Kutub unit, sneaking around, with a bomb under his burnous and, be- 
ing "a master of disguise", running away unharmed after his attacks... 
etc, etc. Add the suspense, thet as Jewish player you often don't know 
how strong the stack, which you attack, is (depending on the multcplying 
factor of some Arab leaders, except for the £l Kaukji leader-unit: he 
"was incredibly incompetent, and he HALVES the CF of Arab units with 
which he is stacked. And he MUST be stacked with other Arab units"... 
Last not least, the game itself is really not die-rolling only: you ha- 
ve to make up your decisions - and they might influence the game very 
much; you have to plan in advance - or you certainly will loose the game 
(though, this probably doesn't matter, since it was fun to play it any- 
way). It's a long game =~ which might be a drawback - but also by this 
you may enjoy it for a longer time to play it... You shouldn't miss to 
get it as long as it is available: it is not replaceable by any other ga- 
me. Highly recommended for the aot-so~-serious wargamer. 
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RICHARD BERG (USA): “Battleline has come out with quite an interesting 
new game ~ 'Shenandoah'. It uses the new rage of wargames — fluid move- 
ment/combat. That's where your units may move, fight, then move again, 
etc. With all the variations you can think of on it. John Hill first 
used it in his exceptionally fine ‘Fall of Tobruk’ ~- where some units 
moved then fought, then others moved then fought, etc. He reused it 
again on his 'Jerusalem'. In any case,'Shenandoah! should be popular. 
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it has partisans like Moseby and Gilmore, good cavalry raid rules, a real- 
ly wild CRT-system (leave it to Peek for that one). Its quite a bit of fun 
to sneak your partisans into the rear of the Union lines, bust up a few 
miles of RR, swoop down on an unprotected supply wagon, shoot up a few 


guards and run off with the goods. Lots of scenarios ~- two of them quite 
long - and hidden movement for the South doesn't make it any shorter. 
Somewhat similar in feel to 'Lee Moves North’ (SPI) in that it is a game 


of feint and maneuver; but with considerably more action. Worthwile.” 


RICHARD BERG in "Sat" 54,17: "Operational simulation, with tactical over- 
tones" ... "Units are mostly ahistorical, ‘change'-style, with the addi- 
tion of actual leaders and Confederate raiders" ... "Formations, garrison 
rules, weather, supply and wagons, RR cutting, partisan raids, devasta- 
tion of the countryside, limited intelligence, reserves and capture of » 
artillery. Double-roll (attacker and defender) CRT" ... "moderate comple- 
xity and length". 


DON LOWRY in "Panzerfaust/Campaign" 71,40: "The game mechanics are pretty 
camplicated and unconventional (too much so for my taste) and space does 
not allow me to describe them in detail. I'd say that it is slightly more 
complicated than '1776' or ‘Anzio’. I can find no fault with its histori- 
cal accuracy." 


OPS & INFO: WAR AT SEA 


RICHARD BERG (USA): "... sort of simple naval game in the Atlantic WWII. 
Winner is one who gains most control points. Not for the real naval buff, 
but looks like a nice, fast non-pressure evening game. Boxed and mounted.” 


TAS RYRIE (Australia): "It is very simple, at about the level of 'Sea- 
strike’ (though has no resemblance to same) and a lot ov fun." 


DON LOWRY in "Panzerfaust" 70 (Nov/Dec 75) published a lengthy descrip- 
tion and review of the game (PF- 70,39); for details: cf there. Some quo- 
tes as additional information: "a new subject and a whole new game sys~ 
tem" ... "this game explores what could have happened if the f:.is surface 
fleet had been more aggressive'"This is an area movement geme - there are 
no hexes, squares, etc." After a descyiption of the game mechanics (which 
are not very appealing to me, at least), he writes: "All in all, this is 
an excellent game. The game system is very interesting and seem to work 
very well, making the game easy to learn with intriguing problems and 
opportunities of tactics and, especially, strategy"; for solo~game "well 
suited". 

Don Lowry sells it (US/Canada) for 412; in Australia it sells for Aus-$7. 


OPS & INFO: PUBLICATION PRINCIPLES 


wih. I feel, I should try to explain here, what I intend to do in the 
"Ops & Info" columns. 

Narmally, they will be added to a review/article which gets published in 
E; sometimes they also may replace such an article/review, if I didn't 
get one, but either got several short notes about a game - or if the ga- 
me should get mentioned by other reasons. 

Mainly these quates should help you to really decide whether that game 
is one you should buy - or not. In the first place I shall quote from 
letters I get: opinions, mini-reviews, notes; it is therefore very impor- 
tant that as many of you as possible weite me about the games they play- 
ed (even if - by obvious reasons - | shall not be able tao really corres- 
pond with you; or, IT never could find time to publish any zine...). 
Additionally, I shall add either bibliographical notes (showing you, 

where you will find additional info) - or I even quote from other reviews: 
especially thase sentences which contain additional info and/or a judge- 
ment. (Quotes save me from making my own mistakes in English...). By 

this you also see which other zines contain reviews, though you probably 
can't judge the value of them: I only can quote small parts of them. 
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SOME LOOSE THOUGHTS ON TOBRUK (AH) (by Randy Reed, AH, USA) 


Reviews: I think this is one game that we are going to have to actively 
promote. Not because it is an inferior product, but because it is so in- 
novative and different. People may not have noticed what has been happe- 
ning in the hobby, but if one were to stand apart from all of this one 
would see a much more conservative habby than say five years ago. Think 
‘about it. 

Even the once-avant-garde SPI is now in the throes of the formula-game. 
Even the smaller ‘Third World’ companies are now directing their new pro- 
duets along narrower consumer-interest lines with few exceptions. Why? 
Probably because of some sort of 'future-shock' reaction on the part of 
a jaded group of consumers who zip their way through games without get- 
ting into them. The result is a broadly generalized game system that they 
are familiar with, that does not require ‘adjustment time' and/or ‘lear- 
ning time'. It has permeated to such an extent now where Rand Games has 

a game summary chart (a good idea by the way) in the front of their rules 
Folders whereby it is possible to almost play the game by reading the 
summary because the rules are constructed in a by-now-familiar formula. 
For this the consumer has no one to blame but himself. 


Enter "Tobruk", a game that was the ‘pet' brain-child of a rather good 
Operations Research analyst by the mame of Hal Hock. The game was a labor 
of love incorporating the latest Operations Research techniques, the la- 
test de-classified information on weapons systems, and very exhaustive 
and complete historical research. A game so precise that it can only ac- 
Curately model, in the opinion of it's designers, a scant six-week slice 
of the desert war of WWITIT. A game so accurate in the analytical sense 
as to make other ‘tactical' games like "Panzerblitz" and "Tank® look li- 
ke so much fluff in comparison. A game so limitless in its interactions 
as to be as yet incompletely fathomed by its designers, developers, and 
playtesters alike. Im short, a revolutionary tactical simulation game. 


And how is this 'revolution' received by the hobby? “Jagdpanther" says 
"Don't Buy This Game", basically because it is inaccurate, involved, and 
has a lot of dice-rolling. On the first count, they are dead wrong and 

I hereby challenge them to prove otherwise in an annoted, referenced fa- 
shion. On the second count, involvement in a game seems to be the bane 
of the hobby. And on the third point, we have eliminated over half of 
the die rolling of the first scenario in the Mail-Order version of the 
game. 

Other people have played the first couple of scenarios, which we have al- 
ways conceded to be rather dry and boring learning vehicles, and decried 
the lack of action. Others have only played the first scenario and then 
have the bald-faced nerve to write a review in which they give themsel- 
ves away with.some remark that "with thirty-seven tanks and four shats 

a tank that is equal to 592 dice rolls per turnt" Any player who has 
ever played through all nine scenarios and has thus absorbed all of the 
rules will tell you that the other eight rules modules do nothing .but 
a) decrease the firing range and b) drastically decrease the dice rol- 
ling per turn. 

In a forty turn game the pattern is usually: Maneuver (6-15 turns) = 
Firefight (3-8 turns) - Collapse or Victory. In a forty turn game there 
are NOT more than a half dozen turns where the action warrants dice rol- 
ling that could even remotely be called excessive. But if people do not 
play the game - get INVOLVED in the game for an evening - they will ne- 
ver Know this. 

This is a drawback of a Programmed Instruction method wh*ch breaks down 
the game rules into discrete 'blocks' and feeds them one-at-a-time to 
the player by coupling a scenario with each rules module. A player opens 
the rules, reads the first two pages of the rules manual and then plays 
the first scenario. Since he has only learned the rudiments of AFV move- 
ment, fire and damage in the first rules module, the attached scenario 
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can do nothing more than present a rather straight-forward tank battle. 
The second scenario likewise introduces only infantry combat and the third 
scenario introduces AFV and personnel interaction. BUT, after the third 
scenario, the game system starts to perk and the next six scenarios are 
some of the best tactical problems ever put into a box. Unfortunately, if 
no one has the patience to LEARN the game by playing the first three sce- 
narios, they will have absolutely NO idea what this game is all about. 

And THAT is a really sad commentary on the hobby... 


I have been in this hobby for over fifteen years. T have seen the time 
when tautomatic victory’ was a great design breakthrough. I've gone 
through at least a decade wherein everyone bemoaned the lack of histori- 
cal accuracy and rampant technical perfidy. Naw, after 20 years of ad- 
vancement, it is a disappointing - no, it is dawnright depressing to 

read comments from gamers, who once tore games apart for slight technical 
inaccuracies, now decry a game af monumental technical achievement merely 
because they do not care to get 'anvolved'. 


No, I am confident that "Tobruk" will stand the test of time - if anyone 
has the time to take the time tc see what it is all about. 


Research: Hal Hock discussed some af the background to the game in the 
designer's notes which were printed in the "General" and appear in the 
mail-order version of the rules. That list of bibliographical sources was 
only an edited PARTIAL listing ‘neluded for those players who would like 
to do further reading. The actual working bibliography would choke a hor 
se. The list of archival and library sources was mot propaganda either. 
While working at his profession, Hal had ample opportunity to Visit oil 
of the important receptials for technical and histerical documents per- 
tinent to the desert war. In fact, on a quick visit to the Aberdeen Pro- 
ving Grounds in Maryland, he actually had secret documents de-classified 
there on the spot. because they were of such value to the game system. 
Having a very high security clearance due to the nature of his work has 
caused no few probléms with Hal. He takes his security responsabilities 
VERY seriously. Being involved in current weapons analysis, he found 
himself very often in the position of having information in front of him 
that would have been very pertinent to the proper functioning of weapons 
found in the game. Yet, because the information was highly classified or 
the analysis techniques were of such a sensitive nature, the information 
could not be included in the game but had to be extrapolated from un- 
classified sources. 

Hal has put a lot of hard work and professional pride into the game. He 
is so confident about the information and the game techniques that he 
has been unhesitatingly showing it around military operations research 
community at the Pentagon without reservation. In fact, it just might 
help him land a juicy job with THE most important simulation agency at 
the Joint Chiefs of Staff. 

Hal is NOT a rules writer and I must admit that I had to do quite a bit 
af work in getting the rules into a commercial format. The information 
was all there, it was simply a case of Hal being used to writing for the 
militaryORSA community and having no experience with loop-hole shooters 
and nitpickers in the wargaming community. 

Most of the experimental rules were originally in the standard game. When 
I explained to Hal that most wargamers couldn't REALLY handle ammo supp- 
ly, target motion, dust, and a handful other VERY accurate rules, he was 
surprised. And whenever I had to sacrifice an idiosyncrasy of a particu- 
lar rules system for conciseness and continuity of the overall design, 
he almost cried. Such is professional dedication. How do you explain to 
a guy that his design is almost TOO accurate??? 


Revision: When I conceived of the ‘Pre-publication release! idea with 
the autographed and numbered copies, I thought I was doing the hobby 4 
fayar. Collsetors could get 3 valued collector's item and the 'hardcore' 
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hobbyists could get a game months earlier than everyone else. They would 
also get a guaranteed updating mechanism by the pre-planned issuance of a 
new rules book when the game was releaged mail-order. Unfortunately, (or 
fortunately!!!) new titles have to be and are reviewed. But "Tobruk" was 
to be changed almost as soon as people absorbed it enough to write an in- 
telligent review. We KNEW there would be many changes just to tighten-up 
and streamline the design. It remains to be seen whether the game will 

be reviewed in terms of it's final release form or if it will be judged 
on an ‘tas first seen' basis. 


Reaction: We get a lot of letters at Avalon Hill. We read every one of 
them too — from the president af the company on down. So far the CONSUMER 
reaction has been batter than very good. Those that did not like the game 
at the time they wrote to us had obviously not played even half of the 
scenarios at the time of writing as evidenced by the nature of their com- 
ments and criticisms. But the feeling here at AH is that we want people 


to get INVOLVED with games again. "Tobruk" is a good place to start. 


Rules: Players getting the REVISED rules folder (available NOW) will see 
a rules book containing over 65 major changes to the standard rules sec- 
tion. In addition, there is a scenario addenda section to update the 
first three of four scenarios to incorporate ALL of the standard rules, 
historical capsules containing detailed narration concerning exactly what 
transpired in the scenarios, all of. the historical/design notes from the 
pages of the "General", and rather extensive and cleverly designed rules 
summary charts to facilitate play once the rules have been assimilated. 
The EXPERIMENTAL RULES have been greatly expanded with the inclusion of 
the following new experimental additions: Undulatimg terrain cover; ‘Best 
Aspect! Option; Ammo Overload, Exhaustion, and Replenishment; Ramming, 
AFV Overrun Damage; AFV Optics Damage; 'Will Not Fire! option; Artillery 
reconnaissance; Artillery First turn increased fire-for-effect; Sustai- 
ned Barrage fire; Variable Minimum Crews; Infantry Close Assaults against 
AFV's; Gunfire Obscuration; Acéidental Bombing; STUKA counter-battery; 
Personnel Surrender; Rallying; Intimidation, Chain Surrender; Using cap- 
tured Equipment. and more. All in all, this is a very impressive game 
package. . ; 


Repetition: People have noted (some rather a bit too gleefully) that not 
one, not «two, “but THREE ‘Tobruk’ titles were released this year. Many 
parallels were drawn between this and the plethora of ihunticke bt1oles a 
few years back. What are the companies' reaction? Not much. 

The three games are VERY different: scale, mechanics, and in the case of 
the other two, different events (Balboa'ts concentrates on the FIRST and/ 
or SECOND battles for Tobruk whilst CGC and AH concentrate on the a Eels! 
With enough difference in the titles, I don't think any of uS are going 
to worry about it too much. I mean, after all, does it keep YOU awake 
nights? 


Recurrance: Dependent upon the degree of consumer reaction, you may see 
the "Tobruk" game system, with more refinements and simplarications 2h 4 
slambang game on the Arnhem airborne offensive. Both of us have read Ry- 
an's "A Bridge too Far" and we think the game would be outstanding for 
this operation. The system would work well for the action around the 
Arnhem bridge with the British 2nd battalion and the whole Dosterbeek 
containment for the lst British Airborne Division could fit onto the 
"Tobruk" mapboard in the same scale; units, guns, and everything. Probab- 
ly have a whole mapboard section that is nothing but a several block 

area around the Arnhem bridge. Tentative, but interestingee. 


((wlh. I thank Randy for this article - there is a lot to think - and_ 
discuss - about. "Tobruk" might be the end of the realism vs playability 
discussion, but, once more ~- as in former iecues of E — 1" d lake to ask: 
1) How good are the playtesting teams in SPI/AH/GDW..., and 2) how irres- 
ponsible and uncapable are some reviewers?)) 
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AVALON HILL'S TOBRUK (by Mark Saha, USA) 


Game designer/developer Randall C Reed can get a_hbit paranoid at times. 
He's never quite lived down the day a playtester prototype "1776" leaked 
word to the hobby that the game was "a disaster" and "the American side 
doesn't stand a chance". Obviously, it was the playtester's job to unco- 
ver just such information - except he was supposed to report to the desig- 
ner, not the press: 

So it's understandable that Randy should be nervous. Leunching a new game 
has always been a major event at Avalon Hill; and es Randy puts it, "I've 
already been assasinated in print once". Accordingly, he's made it quite 
clear that he wishes only the final Mail Order edition of "Tobruk" ta be 
reviewed, and that only someone who has played all nine scenarios is qua- 
lified to do the job. 


The problem is that "Tobruk" has been marketed in a very unique way. Ava- 
lon Hill made a deliberate decision to offer a prepublication edition of 
this title for sale at Origins I in July, 1975. They did this in a very 
honest and responsible way; they made it clear they wished to sample the 
market reaction, and all such editions would be updated at the company's 
expense. 

I thought it a very wise move, despite the obvious expense to Avaton Hill, 
in that the hobby has been rewarded in the end with what is perhaps the 
most accurate and thoroughly playtested board wargame ever published a 
can't think of another title that's even in the running). But the fact 
remains that when a gamer plunks down his twelve bucks for a game - call 
it what you will - he's entitled to say anything he damn well pleases 
about what he got for his money. And he has done so. And, inl A ({Las 
Angeles)) at least, with constant updates offered by local playtesters 

to assist stymied gamers, the result has been not a little confusion that 
will probably take at least a year to shake out. 


Thé problem compounds itself for.the reviewer. JT am reviewing a game that 
has sold over three thousand copies in prepublication editions since last 
July, but my review is based on the (final) Mail Order edition rules that 
have just now (mid/end November) arrived: so much of what I say may seem 
inconsistant with what others have written elsewhere. So let's start by 
clearing the air and dispelling rumor with fact: 

1) The prepublication edition of "Tobruk" is easily identified by a red 
band on the box cover that states the game is a special prepublication 
offering for Origins I. The rules book in this edition has a light tan 
cover; and, on the inside front cover, is clearly identified as Norepu- 
blication edition". 

2) The mail order edition of "Tobruk" is identical in every respect to 
the prepublication edition - right down to the same red band on the box 
cover stating it to be "prepublication" for "Origins I". So don't let 
that throw you. The ONLY difference is the rules book -— which is a BIG 
difference. The new rules have a dark chocolate brown cover and are iden- 


tified on the inside cover as "Second Printing - October Be is ae 
3) The game is scheduled to go retail sometime in 1976. Obviously, the 
box cover will have to be redesigned - and may be changed completely - 


but it is unlikely that game rules or components will be altered, except 
for rulings in “The General" as required, 
4) Those who bought the prepublication edition of "Tobruk" absolutely 
MUST obtain a copy of the new rules book. You've alteady paid for it = 
it was part of the bargain - so you May as well take the trouble to ask 
for what's yours. 19ve heard two different versions of the proceedure: 
either a) return your old book and you will be sent the new one, or b) 
return the cover of your old book with 504 and you'll receive the new 
one. I don't know which of the above is correct, but I suspect Avalon 
Hill would prefer the 50¢ version, and considering postage costs you'll 
come out the same either way. 

5) If you buy this game from a source other than AH, I suggest you check 
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if possible to be sure it contains the second edition rules. If it does 
not - 1f the rules book is the light tan prepublication copy - you will 
have to send it to AH to update that edition. Any games ordered direct 
from AH will obviously contain the new rules automatically. 


* 


Avalon Hill's "Tobruk" introduces United States Department of Defense 
ORSA (Qperation Research and Statistical Analysis) techniques to board 
wargaming. The system was in development by designer Harald Hock for se- 
ven years, and required another year of intensive work with developer 
Randall Reed to clean it up for purposes of a tight and surprisingly 
playable board simulation using a standard hexagonal grid in an AH book- 
‘case format game. 

The subject is Rommei's Gazala offensive in north Africa, which resulted 
in the fall of Tobruk on June 21st, 1942. The game scale is {5 meters 
per hex and each game turn represents thirty seconds of real time. Ob- 
viously, on this scale, very small ‘close up' tactical actions are being 
simulated; accordinhly, the Gazala battle is presented in a series of 
roughly sequential scenarios depicting different types of action in dif- 
ferent parts of the arena. The scenarios are only roughly chronological 
since priority was given to the Pragramed Instruction concept whereby 
each new scenario builds upon its predecessor by introducing new weapons 
and rules for their use. 

Thus, Scenario One, "The Clash of Armor", uses only tanks (the initial 
clash of the battle), and teaches the basic’ tank rules. Scenario Two, 
"The Group Cruwell Feint", depicts that infantry assault near Gazala 
(which failed to fool the British), and teaches infantry rules. Scenario 
Three's “Action Point 171" then combines the two with Personnel vs Armor 
Combat rules, etc. The games become increasingly interesting after that, 
building in richness and complexity to the fantastic climaxes of "Bir Ha- 
cheim" and "Tobruk Falls" - in which individual StuKkKa planes dive bomb 
(sometimes attacking their own’ troops by mistake) a battlefield that is 
an amazing tangle of minefields, hedgehogs, tanks, infantry, anti-tank 
guns in weapons pits, and a hell of a lot of dust, smoke, and confusion. 


But the complexity of "Tobruk" is mostly the complexity of massive de- 
tail; each detail being, in and of itself, so simple as to be almost un- 
worthy of a board game. That, and the pragressive Programmed Instruction 
learning approach, is the real beauty of this package. For example, let's 
take a look at the rules for tank-to-tank combat: 


1) A tank may either move or fire, but nat both. 

2) The Movement phase comesfirst, and is sequential. Each player moves 
as many or few tanks as he wishes; as each tank is moved, a game chit 
with an arrow is placed behind it. 

3) Play now proceeds to the combat phase, and tanks which have not moved 
may commence firing. This is neither sequential nor simultaneous; rather, 
what developer Reed describes as a "ripple" effect. Any ONE German tank 
may fire at any ONE Allied tank, and the result is immediately deter- 
mined. Any ONE Allied tank may now fire at any ONE German tank, and the 
result immediately applied. Tanks that have moved during Movement, or 
are destroyed by enemy fire before they have a chante to firey May not 
take part in this combat. As each eligible tank fires, a counter with 
"Ft 35 placed on it to denote that it has done so. Thus, at the end of 

a complete turn, every tank on the board will have either a) an arrow 
marker behind it, or b) an "F" chit on it - unless it was unable to per- 
form either operation due to previous track and firepower hits. Tanks 
that have blown up are inverted to expose 4 "smoke"™ symbol which inhi- 
bits (but does not block) Line of Sight. 

4) When one tank fires at another, resolution of this action is quite 
simple, though a rather intimidating set of game charts are used. Basi- 
cally, as the rules point scut, the charts answer three questaons: 
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a) Did you hit the target? b) If yes, WHERE did you hit it? and c) What 
damage did you do to it? 

The first question - did you hit the target - depends on your range, in 
hexes, for your particular firing weapon: a simple cross reference of ran- 
ge/weapon on the Hit Probability Teble yields a number between WO" and 
"12", This represents your chances of hitting the target - you roll a 

pair of dice, and if you roll a number equal to or greater than the Hat 
Probability Table requirement you have scored a hit. This allows you to 
proceed to the Damage Chart for that particular target vehicle. A dice 
roll here shows whether your AP shell has richocheted harmless off enemy 
armor, or has penetrated: if penetration, it shows where (gun hit, track 
hit, tueret, upper hull, lower hull, etc) and you then crossreference 

this with the actual damage chart to determine what a hit by your parti- 
cular weapon on this particular vehicle at this particular place will ac- 
complish. 
Damage to AFVs is of three fundamental types. You may score an Mekill 
(Mobility; tank iy not move); F-kill (Firepower; gun may not fire for re- 
mainder of game), or K-kili (tank explodes; unit counter is inverted to 
expose smoke symbol). There are a number of others, such as Cl or C2, 
etc, which represent crew members killed; this causes panic and a possib- 
le crew bailout, abandoning the vehicle, and, if that doesn't happen, any 
tank with two crew members killed must leave the board if it can. All 
these possibilities are presented on the chart in a fascinating variety 
of "mixes": 

Example: Most damage results are followed by the symbol anda number; 
this means the damage indicated will occur ONLY if you have fired from 
within the number of hexes indicated by the symbol. Thus "F £14" means 
you have scored an F-kill, knocked out the target's firepower, ONLY if 
you are within 14 hexes range of the target. Then there is that nasty 
symbol "P" which denotes the POSSIBILITY that the tank explodes; if, for 
instance, a "P3" the defender immediately rolls a single die, and if he 
rolls a "3" or higher, the tank explodes. Otherwise, no result. 

Now, when you mix all those possibilities together, you may find the fol- 
lowing as the end result of a SINGLE HIT on an AFV: mK/C2 = 12", "F/C2 
-(P3) * 24", It's as simple as it is frightening in appearence. If you 

are within 12 hexes of the target, you've blown up the tank and killed 
two crew members. If you are NOT within 12 hexes but ARE within 24 hexes, 
then you have scored an F hit (knocked out the firepower), killed two 
crew members, and there still is a POSSIBILITY the tank will explode. 
Your opponent is really on the ropes! He must first roll for the explo- 
sion; if it does not explode, he must then roll the crew bail-out chart 
to see if the crew bails out; if they do not, he must get the heck off 
«he board because he's got two crewmen dead. Finally, if you are BEYOND 
24 hexes in range, this particular hit has done no damage at all. 

The above procedure is VERY simple. The charts, as I say, can be quite 
intimidating when you pull them out of the box, but that's really all 
there is to them. 


we 


I've gone into the above procedure in more detail than is normally pro- 
per for a review; but in this case, l foel it's necessary. "Tobruk" is 

sq unique as a boardgame, there is really no frame of reference to use 

as a shortcut. Nonetheless, perhaps you can understand the sheer impossi- 
bility of going into detail about every aspect of the game system. 


Suffice to say there is a lot more. There is such a thing as an Acquired 
Target. The first time you fire your AFV at a target, you may only fire 

a small number of Initial Fire rounds; but, if you fire at the SAME tar- 
get on the NEXT turn, you have acquired it and may fire full fire rounds, 
often a considerable number, at it. This is a subtle bit of realism; ait 
reinforces standard tank doctrine: pick a target - stay on it until you 
kill itt 

You can,of course, shoot at any target you wish from one turn ta the 
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next (i.e., ‘opportunity fire') but you are penalized by being unable to 
throw more than a few Initial Fire rounds each time. SPI games give you 
the same chance of hitting a target of opportunity as an acquired target - 
which isn't right - in "Tobruk" your best chance is to acquire a target 
and stay .on at. — 


Infantry units represent from one (Forward Observer) to eleven men, and 

a "Jutland" sized hit record pad is provided to record casualties in each 
such unit (you only have a small number of these to keep track of), and 
checking off casualties autometically reveals a unit's current BASIC mo- 
rale status; this status is greatly modified by presence of various 
friendly/enemy units in its immediate vicinity. 
And, of course, there are anti~tank guns, bunkers, hedgehogs, minefields, 
trucks, etc; possibilities of dust storms hitting in the middle of the 
battle, etc, to an almost endless degree of possibilities. 


The components and packaging are in my opinion very nicely done, quite 
tasteful. This isn't to say absolutely stunning; just - tasteful. (Which 
has always been a sore point with Walter: "Why are you Americans so ut- 
terly tasteless? We have to look at these games for hours when we play.") 
German units are a chocolate brown (the black print on some can a little 
hard to read), Italians a pale avocado green, and Allies a pale tan. 
The playing board is a desert sand yellow - as are the minefield, weapons 
pits, and hedgehog unit counters which are ‘deployed' as terrain; this 
is a nice idea as they blend right in with the board and cannot be confu 
sed with combat units. The board itself is a blank except for being divi-~ 
ded into six areas for deployment of units in various scenarios. This ha 
caused some comment, but I agree completely with the designer on this 
point: anybody who plays the game will quickly grasp the sense of it. 
But, the boards are not geomorphic - I still feel they should have been; 
it doesn't matter with the scenarios given, but would have made the com- 
ponents more ‘open ended’. 


t 
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Finally, I'd lake ta comment on perhaps the two most frequent criticisms 
of the game so far. The first has been the excessive amount of dice/die 
rolling entailed by play. Reviewers have delighted in calculating the 
POSSIBLE number of dice rolls per turn. But the possible is rarely if ev- 
ec achieved. 
The new rules contain a fundamental rule to contain the problem — AFV Fi~ 
re Initiation Restrictions (2nd edition rules, page 5). This simply impo- 
ses a doctrine restriction on players that prevents them from wasting am- 
munition by opening battles at very long ranges. This rule is dropped 
when you uSe an option experimental rule with specific ammo loads for 
each tank; using that, wasting ammo at long ranges provides its own pu- 
naishment. 

Still, there can be quite a bit of dice rolling, especially in the later 
scenarios. However, in the earlier Scenarios it is NOT excessive, and 
with the AFV Fire Initiation Restriction (cf above) it's exciting dice 
rolling: crews bailing out, tanks blowing, etc. The amount of dice roi- 
ling increases gradually with the scenario progression; and so it blends 
into the background with time. 


Also, though I hate to belabor the obvious, since there IS a lot of dice 
ralling, you should have a dish, coffee mug - some sort of container - 

in which to toss them. That way, they don't go scattering onto the floor, 
and it's convenient to toss of series of rolls. Please ~ don't throw 

them on the board..! Why must I mention this? Because people DO it - even 
tournament level players - and complain, when the units are scattered 
across the board, and the dice fall from there to the floor - that the 
game must be poorly designed to allow such a mess to happen... Quch! Ex- 
cuse me... sorry... I still can't quite believe it myself. Sigh. 


The other main objection has been lack of terrain on the board. Aside 
from overlooking the 28 minefield counters, 20 hedgehogs, 6 bunkers, 14 
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anti-tank trenches, and 9 weapons pits (wherein an AFV is in hull defila- 
de), the new rules contain an optional Undulating Terrain Cover (2nd edi- 
tion, page 20) wherein AFVs may attempt to 'find' hull defilade in any 
hex it enters by rolling a "1" on a die (more die rolls); this makes sen- 
Sse, aS a Single hex is quite a chunk of desert, so it's possible that any 
number of tanks can enter and not find cover, only to have another find 
such cower on a subsequent turn. 

There is only one MINOR change I suggest in this rule. If a tank fails 

to find cover, it seems to me on a subsequent turn it could elect to 
again seek cover: a Movement Arrow would be placed next to it, and it 
would not be allowed to fire. It has, in effect, done all its movement 
within the hex. This is trivial, but I would allow it. Remember, the of- 
ficial rules do NOT allow it. 


Masanobu R Fujioka's suggestion about incorporating desert terrain is fas- 
Pinetends but I suggest you TRY 17-faret -.i2e., play "“Tibruk" on an ori 
mapsheet. The result is that terrain dominates; weapons interrelation- 
ships become secondary and most of the "Tobruk" system is supressed. An- 
other problem, of course, is that the Panzer Bush Syndrome immediately 
reasserts itself - i.e., AFVs can scamper from cover to cover with immu- 
nity. Thus, if you do play with terrain, I suggest you adopt ‘Best As- 
pect' optional rule (2nd edition, page 20) and MODIFY it so that you may 
fire at ANY hex the AFV passed through during movement. This rule works 
especially well in conjunction with Experimental Movement rule 1 (page 
19) and 'Dust' (page 20) since you now have an arrow chit in every hex 
through which the AFV has passed. 


SUMMING UP: I would have to say that "Tobruk" is very likely the very Hee 
nest commercial board wargame in the world today. This is NOT to say it 
is necessarily a 'popular' game and everybody should run out and buy it 
without hesitation. Quite the contrary; it has its limitations, and as I 
have said it's probably going ts take about a year for much of the marke- 
ting confusion to shake itself out. Moreover, there are certainly ather 
games with more attractive components ("Panzer Leader" is my choice) and 
certainly games with more scope, greater ease of play, and surely some 
with a higher excitement level - especially for the beginner. And you 
ARE a beginner, if your previous experience is limited to board games 

(as was/is mine). 

"Tobruk" is an entirely new system; the movement rules alone, as develo~ 
per Reed has noted, are quite naive by usual boardgame standards, while 
weapons interrelationships are so subtle as to offer a completely diffe- 
rent TYPE of game problem and tactical challenge. 
I know a writer who has written an article on "Tobruk" in which he shows 
how Rommel's principles of desert warfare, as Rommel himself recorded 
them, can be applied TO THE LETTER in- the game — no abstractions: 

In fact, those who have played "Tobruk" more than a few times fond 2+ 
really hard to go back to the abstract studies in "Panzerblitz" and "Pan- 
zer Leader". It's hard to believe you once thought those games 'realis-~ 
tict. When you finish a "Tobruk" scenario, it's been an experience so 
real you feel like shaking the sand from your boots. 


TOBRUK (by Charles Vasey, UK) 


This game has loomed large in many peoples hopes. The "General" promised 
us the earth, and some reviewers tell horrific stories of dice-throwaing 
marathons. 

Firstly one must be impressed by the scale of the game. It is a real 
tour-de-force, it is more complex than complicated. If your bag is WWII 
tanks this game is probably the one you have waited for. However, as 

John Mansfield said, if you want this sort of game surely you play 1:300 
scale miniatures. Those of us who are dedicated CaSim folks will probab- 
ly find we have no desire to learn all the immensly long sets of rules 
and amendments to amendments etc. Once you have ploughed through the who- 
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le set of scenarios and know the rules, what do you then do? There did 
not seem to De any expert's scenarios. 

I think the game will appeal to many of the Panzerblitz fraternity, but 
at maybe six hours a game I found it lacked much appeal. It is a very 
long game, certainly not a game to sit down to one evening. The lack of 
terrain features is pretty unbelievable, even flat areas at long range 
may produce a result akin to hull-defilade. 

Physically the presentation of both counters, rules, and play-aids was 
quite splendid. ; 
At first I had an intense dislike for this game, but found that it was 
bearable enough providing your oppement knows the rules. A word of war- 
ning, do play the scenario in their proper order. Do not be seduced by 
the opponent who says its easier to assimilate two scenarios at a time. 
You will only get into a total mess, and abandon the game. 


SOME IMPRESSIONS OF AH'S "TOBRUK" (by Tom Qleson, USA) 


I thank there is little doubt among most wargamers that before Don Green- 
wood and Randy Reed joined AH they were slipping fast vis-a-vis SPI. Two 
years ago Jim Dunnigan boasted that AH was "in thrall to SPI" for game 
designs - nearly tantamount to saying that anly SPI could design games. 
It's doubtful that this was ever true (GDW is only one proof that there 
is plenty of game=designing talent around), but it surely isn't true now. 
Without in the slightest wanting to denigrate SPI, who really deserve 
credit for sparking all this activity, it seems to me that AH now needs 
ta take second place to no one in creativity and ingenuity, and if a good 
part of this stems from designers not on their payroll, sa what, and why 
not? 

"Tobruk" and "Third Reich" are only two examples of the really interes- 
ting designs they've brought out recently, both of which seem to me ca- 
pable of both great enjoyment as-is, but also of considerable room for 
improvement. , 


"Tobruk" can be quickly summed up, with little distortion, as armored mi- 
Niatures combat brought to the tabletop gameboard, and in that lie its 
strengths and weaknesses. I would not advise anyone who is not interested 
in armoured miniatures play ta buy the game without examining it first, 
because quite a few people - perhaps most people =~ will not play the ga- 
me because of the tremendous amount of die-rolling, unprecedented ina 
wargame. And yet, I just spent a most enjoyable weekend playing "Tobruk" 
with an opponent as ignorant of armored miniatures as myself, and we got 
in quite a few games. After a while we didn't mind the myriad die rolls, 
but not everyone may be so tolerant; in fact, I have seen at least one 
really scathing review of "Tobruk". ((Written in November, Tom probably 
speaks about the lst edition of "Tobruk" in this game; cf Mark's com- 
ments on die-rolling; wlh)). 


If you play this game, buy some little plastic boxes, the kind in which 
tiny objects such as screws are stored (they are cheap), and put a pair 
of dice in each compartment. This way you can roll many dice at a time, 
and spead up combat considerably. 
Tactical Studies Rules (TSR) and Lou Zocchi sell 12-sided dice, which 
would also be good. 1 also wonder how much it would have cost to make 
available two or three DOZEN dice which IN THEMSELVES would act as CRTs. 
That is, if you have a Grant's 75mm gun shooting at a PzMk IIIj, you 
roll the blue 12-sided die, and get the result right from it (one would 
have to have a LOT of dice to do this, but it would save a LOT of time. 
In fact, having the CRT results right on the face of the die - instead 
of numbers - would be a more practical idea in more normal games. ) 


I am prepared to accept. that the burdensome combat results system of 
"Tobruk" is necessary to achieve the realism it does seem to have. I am 
less prepared to accept as inevitable the physical aspects of the game. 
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Not that the counters, board, and rules are not smartly done - they are; 
but to me, they are also quite drab. What is the fetish for muted shades 
of tan, brown, and gray? Do we have to have it on SPI AND AF games? Is 
there any law against bright colors? Furthermore, I find the top-view 
drawings of the guns and vehicles far from exciting. A tiny drawimg.of a 
tank ¢" long, which one has to squint at to identify (one could serious- 
ly use a magnifying glass playing "Tobruk"), adds little glamour. I would 
enjoy this game FAR more were it on a larger scale. This might have meant 
two things: reworking the advanced scenarios to use less terrain; selling 
more boards to those who would want more ground to maneuver in. It seems 
to me that anyone fanatic enough to play the advanced scenarios of "Tob- 
ruk" surely wouldn't object to buying a few more boards! 


I would like to see AH dvelop "Tobruk" along these lines: double the 
counter-size and brighten them up; simplify the scenarios (at least in 

the Basic Game version) so that a reasonable number of 12-sided dice 

could in themselves be used as CRTs. Then I think that far more people 
could enjoy this game-system, which even as it now is is deserving of con- 
sideration and respect. C$ page bo! 
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AVALON HILL, 4517 Harford Rd, Baltimore, Md 21214, USA; £12; postage: US 
41.25, UK/E: %3.75,ca; for this game it would be more expensive to order 
the parts only: without the box, it would cost you £13.50 plus postage... 
Europe/UK: prices and availability unknown; no recent price-lists got... 


EUROPA had comments on "Tobruk" in E 9,38 (July 75)(Straus, Saha, AH) and 
E 10/11,63 (Aug/Sep 75)(Fujioka, Straus, Saha). 


THE GENERAL XII/2 was a special "Tobruk"-issue: X11/2,1: The Tobruk Marke- 
ting Approach; X1I/2,2: Tobruk, North Africa 1942 (historical, including 
references; cf.ncte); XII/2,5: Designer's Notes; actually, X11/2,2+12 = 
"Tobruk" rules booklet, 2nd edition, page 24-25, page 26-34, page 23.- 


MARTIN FAVORITE in "The Am Warg" III/1,5 (Aug?5), who anly had played so- 
me scenarios then (cf his scenario-descriptions) judges the rules as "well 
written and easily understandable", "those who play 'Tractics' will have 

no problemswith the rules, although if you have not played miniatures be- 
fore at first look the rules will seem somewhat complicated than what you 


are used to"; once you get used to the rules, "pley. of the game goes fair~ 
ly fast". "It is more a miniatures game on a board than a board game.” 
Negative: "The sequence of play is somewhat unrealistic." And: "One of 


the things in the game that is bad is that they include no armoured cars" 
and “another crock in the game, in fact the only one that is a crock at 
all is the way they treat the MG 34" which "can be rectified by reducing 
the gunfire factors of the squad by two men and adding the factors from 
the German/Italian Hit Probability Table to the reduced factors.” He sum- 
marizes: "Tobruk is an enjoyable game to play, even with the omissions 
and unbalances." 

ROD BURR in "The Am Warg" I11/2,5 (Sep 75): "Comments an AH 'Tobruk'" 
compares “Tobruk” and "Tank"; then: "There are only a few areas where I 
might tend to disagree with the designer's information, but most of these 
are wide open to interpretation. The largest area of debate is the large 
number of richochets that occur regardless to the weapon firing." (Cf 2nd 
edition rules, p 28). "The scenarios in the game seem to run the gamut 
from reasonably good to terrible." Follows a critic of scenario 6 = but 
in the new rules (rules, page 14, C.d) the mentioned problem seem to be 
solved. “Overall, ‘Tobruk' is an interesting game, especially for those 
interested in the period and the subject." 


DREW NEUMANN in "Midwest Gaming Review" (MGR) 16,16 (Oct75): "Avalon 


Hill's 'Tobruk'!: Desert Turkey?" agrees with "several reviewers" ((seve- 


-pal??), at least partly, who say "Do not buy this game:" (which was said 
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in Jagdpanther's naw defunct “Bushwhacker", as reported in E 19/11,63). 
Drew Neumann didn't like the “plain semi-'Bar-Lev'-like orange hexsheet, 


with NO terrain features (...) which cannot be connected with other boards 
for expansion" and same “other small but CORRECTABLE errors" like that 
the game “is nat si-move or si-fire", the "limited number of scenarios", 


the amount of paperwork he believes is involved, and "a potential for 
over 300 die rolls per turn". Finally: "Aside from the problems, the ga- 
re can be fun to play to some extent, and much less expensive than minia- 
ures. 
RANDY REED in BMGR"Y 17,6 (Dec75) fervently reacted; if you read Randy's 
contribution in this issue of E and Mark's review - both strongly advised 
to read - it's not necessary that I quote Randy here too, but for one 
things "Show me a game of 'Tobruk! that averages 300 dice rolls per turn 
~ or even half that ~ per game, and I swear here and now that I will per- 
sonally eat a copy of said game, publiciy, at 'Origins II' - dice and 
all: 
In Randy's letter ("Whe is Drew Neumann?" and "Most reviewers have no 
idea what they are talking about" and "Three out of five 'capSule reviews' 
are blatant filler copy; the reviewer has neither an in-depth grasp of 
the game he is passing judgement on, nor does he have a sufficiently 
broad overview of what is happening design-wise in the hobby. Notice that 
I da not include ALL reviewers in this gross generalization? The Mark Sa- 
ha's, Jack Greene's, Rich Berg's and Don Turnbull's of the wargaming pu- 
blishing world stand by themselves.") and in Drew Neumann's reply to 
Randy's letter ("I am a wargamer, a member of the public AH is supposed 
to be selling to" and "I am surprised that an AH representative would go 
to such extremes to get the game accepted") some interesting points have 
been said about reviews and reviewers ~ cf also in former issues of £E. 


DON LOWRY in "Panzerfaust"™ 70 (Nov/Dec75)(70,37) as usually describes the 
game only; as judgements I found: "It is, essentially, a WWII miniatures 
game in a box, with cardboard counters substituting for miniatures (...) 
and using a hex grid {...) instead of measuring with rulers or tape mea- 
sures". He supposes that "it bears similarities to SPI's 'Tank! with 
which I'm not familiar", and: "Combat resolution (...) is much more rea- 
listic than ‘Panzer Leader' or even some WWII miniatures rules I've 
seen". "If you are interested in WWII at the Squad/platoon/company level 
(...) this is a very interesting game and may even be worth the inflatio- 
nary $12,plus postage, price tag.' 


RICHARD BERG in "S&T" 53,19 (Nov/Dec75) describes it as “miniatures-rien- 
ted tactical, armored warfare"; "scenarios are guasi-historical"; "com- 
plexity depends on scenario, but game is generelly complex; fairly long 
(38-50 turns)". 


JIM DUNNIGAN made some interesting remarks about "Tebruk"” in US&T" 53,30: 
"tTobruk! which is their tactical level geme of fightin, in North Africa, 
was released in a limited edition only. It has undergone some 60 or so 
rules changes, both major and minor. This game is an important test for 
AH in attempting to bridge the gap between miniaturists and boardgamers. 
((By the way, about their, SPI's, North African Quadri Game: cf S&T 54, 
20.)) 

STEPHEN B PATRICK in the same issue of "S&1" 53,24 (an: "The History of 
Wargaming Upc Update®™ ) "As a subsidiary of a company which is not a gaming 
company, and which has interest far beyond artictic successes and econo- 
mic failures, Avalon Hill cannot afford to experiment the way SPI or smal- 
ler companies can. Too much rides on each Avalon Hill game and this for- 
ces conservatism. This is why 'Tobruk', one of their most experimental 
games, should be followed closely. Success here will encourage repetiti- 
on. If at fails, it will be surprising to see something as experimental 

in the future." (On the same page and on p 25: about Randy Reed - and on 
page 27 about "Europa" - if this should interest you...). 
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CHARLES VASEY in "Victor Ludorum/Battle:rwcuendfNGC's house zine, VL, with 
BG for NGC's PBM=wargaming section): "The counters are besutiful: ack 
shows the top view of the vehicle or weapon involved, and the draughts- 
manship is spelndid, especially for the little staff-car". "It is a very 
long game - well over six hours, I would estimate." “Its main problem is 
the long time needed to operate the combat system", and, giving an examp- 
le, he adds: "Se 18 dice were used up there and only a lucky turret hit 
destroyed the German. Consider the problems of a Bofors gun with 35 
shots!!" (His example was Stuart vs Panzer-I]Ih at 750 metres). "The ar- 
moured clashes have strong resemblances to naval battles using Fletcher 
Pratt's figures rules. I personally don't care much for the game, though 
I suppose it's fairly harmless fun. All you Panzerblitzers should defini-~ 
tely acquire it". 


PERFIDIOUS ALBION is a new British zine, in which its editors, Charles 
Vasey and Geoff Barnard, discussed “Tobruk" too (PA 1,1=+3: description, 
examples of play, kind of 'comments' on the game, "being part of a discus~ 
ce edi the two editors", and a Tobruk/Desert War/Panzerblitz ra- 
ting). 

As per PA 1,1 it is "interested in a deeper discussion of the new games 
on the market, in possible amendation of the rules, in the designing of 
new variants or scenarios, and generally broadening his knowledge in this 
sp-here." The first two issues (Jan and Feb 1976,94 and 16 pages, mimeo) 
mainly dealed with variants, additional scenarios, UOBs etc: a British 
hobby-version of the US-pro "Jagdpanther" I would say after these two is- 
sues. Good luck, Charles and Geoff! (But - had it to be "Albion! again??) 
(Their address, by the way: 5 xlibion Terrace, Guisborough, Cleveland, UK; 
price 1/12p, but going up to 1/l7p, probably.) 


TOBRUK: PLAYABILITY HINTS (by Mark Saha, USA) 


Incidentally, I think more highly of "Tobruk" all the tine. “Tobruk, “An= 
zio", and "Third Reich" are currently my favorite games. 


“Tobruk” may be played solitaire, especially the Firefights, if you drop 
the ‘Dueling! rule. Not necessary, but much cleaner. 


If you like "Tobruk" and find you'll be playing it a lot, here's a simple 
suggestion tc increase enjoyment. Make a good xerox copy of each af the 
Target Damage Tables on both British and German Hit Probability Tables 
(HPT). Cut out these copies and mount each on a Separate piece of card- 
board - like "Panzerblitz" Situation cards. When you play a scenario, it 
is now only necessary to sort out those damage tables for AFV's actually 
in play in that scenario. Best of all, during combat, you dan't have to 
keep flipping the HPT over when your target chart is on the reverse side 
of the firing range chart. 
Another problem for "Tobruk" addicts (as with "Jutland" etc) is the ex- 
pense of those "Jutland" sized Target Damage & Crew Roster sheets; a so- 
lution here may be to mount these on clipboards under plastic so you may 
mark them with grease pencils and reuse them. 

Aliso, while Ian L Straus’ description of "Tobruk"s combat system (E Op 
63) is succinct and accurate, it isn't the most economical;if, for examp- 
lem you are firing six rounds at an acquired target, why not simply roll 
ali six rounds first, counting the number of hits? Then, simply roll for 
the hits. This is much faster, and less confusing, then resolving each 
hit before continuing the rolls for that full firing round. (But I don't 
suggest rolling 70 rounds Bofors before resolving any Aa tet] 


Overall, it seems to me a bit of a generalization to say "Tobruk" isntt 
for the board wargamer. Certainly, itts not for the casual gamer anymore 
than "Third Reich” or full tournament "Anzio"; but I've never been any 
thing but a board gamer ~- and I am fascinated! 


wilh: "Hattles f Tobruk", "The Fall of Tobruk" reviews: next issue! 
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CAESAR'S LEGION (AH) or AH's PIDGIN-LATIN 


wlh., ‘Sunt certi denique fines'... I just got "Caesar's Legion", but be- 
fore I can go to play it, I just have to correct same Latin words used on 
the map and in the rules... I agree that Latin (even more than Prgiishiasd 
is a difficult language, but even my vather poor Latin showed me some too 
abvious mistakes at the first Glance; I then asked Hanni who is a) the 
best of all possible wifes, and b) a Latin teacher, and she made up the 
Following (hopefully by me correctly copied) list: 


Batavii = Batavi, Usipatii = Usipetes or Usipii, Marsii = Marsi, Tencte- 
rii = fencteri, Chatii = Chatti/Catthi/Catti, Chaucii = Chauci/Cauchi/Cau- 
ci/Cayci, Lesser and Greater Ch. = Chauci maiores, minores, Sugambrii = 
Sugambri/Sygambri, Langobardii = Langobardi, Suebii = Suebi, Hermandurii = 
Hermunduri.- Lugii and Frisii, though, are correct... 


Nat mentioned tribes, by the way: Ampsivarii, Angrivarii, Cherusci, Tuban- 
tes, Bructeri, Marcomanni, Teutones, Semnones, and: Batavi, Cugarni, Ubii, 
Tungri, Treveri, Vangiones, Mediomatrici, Nemetes, Lauci, Triboci, Lingo- 
nes, Raurici, Sequani, Helvetii, Ambisontes... 


The northern part would be Germania inferier, the southern part Germania 
superior, the middle part Belgica, and the SE-part of the map Raetia and 
Nexicum. Also, I feel, the Limes (wall) should be given. 


In the "Designer's Notes" and some parts of the rules, the following mis- 
takes should be corrected: 


causus belli = casus belli, Legate = legetus, Praefectii Castria, =“prae= 
fectus castrorum, Tribuni Militati = tribunus militum, pl: tribuni mili- 
tum, Primus Pilus = primipulus or (centurio) PES Pt lye tien Soni berse= 
signiferi (sg: signifer), aquilafer = aquilifer, Tribunis cohortis = tri- 
bunus cohortis, Praefectis cohortis = praefectus cohortis, gquimgenaria = 
(ala) quingenaria, Decurion = decurio, Cokors Pedita = cohors peditata or 
cohors pedestris (pedita means, so sorry, the fart..!), Centurion = cen- 
turio, Turmae = sg: turma, pl: turmae, castilla = sg: castellum, pl: cas- 
tella, P Quinticulius Varus = Publius Quinctilius Varus, Pila/gladius = 
either: sg: pilum/gladius, or pl: pila/gladii... 


There might be some more — but we gave up, meditating on the question what 
Asterix, Obelix, Miraculix, Troubadix, and Majestix would say, when they 
read about the "Cohors Pedita"... 


The map, I fear, might need some correction too - I don't like the Rhine 
to be so thin and small around Basel ~ but that's another story. 


CAESAR! S URGIONS (AR) {by Mark Saha, USA) 


This is a game which could really only heve appeared today, as simulation 
board wargaming enters its eighteenth year as a hobby, having accumulated 
along the way more than a few highly experienced designers and polished 
innovative techniques. 

"Caesar's Legions" is a hybrid; ih incorporates the ideas of at least 

Four major contemporary designers, all of whom built upon the foundations 
of such pioneers as Charles Roberts, and yet emerges as a tight and smooth 
game system that adapts easily to the various needs of five scenarios 
spanning a hundred years in the history of the Roman Legion. 
It first appeared as "Eagles", designed by Loren K Wiseman, and published 
by Game Designer's Workshop in 1974. Wiseman got the ideas from reading 
Robert Graves! semi~fictional "Claudius, the God". The Roman campaign 
across the Rhine frontier to recover the Teutoburger Eagles in 15 AD see- 
med promising game material not only for the 'historian/Rome freak' but 
as well that "gamer... who is tired of pummeling panzers and yearns for 

a change." The result was a single scenario game that was indeed unique, 
but somewhat limited in appeal and indeed rather thin on content to jus- 
tify a complete physical package. 
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Nonetheless, Wiseman's love of thé period and romantic attraction for the 
magic of the Legion was there. Donald Greenwood saw it, and saw the poten- 
tial. The game was picked up by Avalon Hill. Greenwood incorporated the 
"1776" Combat Results Table (CRT) and Tactical Mannoeuver cards; these had 
been developed by Randy Reed specifically for "1776", building in turn on 
the tactical matrix concept as pioneered for simulation gaming by Thomas 
Shaw in "Football Strategy" and "Kriegspiel". Greenwood's own contribution 
was to expand the scope of the game to cover five campaigns depicting fi- 
ve completely different TYPES of problems the Legion had to face; these 
include everything from Ambush to Concealed Movement (both VERY clean and 
playable) to seige warfare and reduction of fortresses by use of ballis-— 
tas: to naval battles, marine landings, Roman desertions, rebellions, and 
some harrowing expeditions across the Rhine in total ignorance of the cur- 
rent Rebellion Climate or attitudes of the various tribes toward you. 
There is, in short, something here for everybody: those who don't care 

for Ambush/Concealed Movement may simply omit that scenario, while soli- 
taire players will find that the strong emphasis upon seige in "Batavian 
Revolt" scenario entails little use of TAC cards. 


The physical system (ahem: where does my credi*. bility currently stand on 
the subject?) is one of the most pleasant ever from AH. ((QOkay, Mark, if 
you're asking for: here we have one of the rare cases where I disagree 
with you and even - in for a penny, in for a pound = "completely; wlh)). 
The have learned from past mistakes. The mapsheet is quite similar in de- 
tail to the GDW original; the artwork and use of color is VAGUELY reminis- 
cent of "Chancellorsville", although RESTRAINT is the key word. Woods are 
only tinted a pleasant light green, and rough terrain a light brown; 
swamps use standard blue swamp notation; the only dark color being the 
sea and major rivers (Rhine and Danube)((and aren't THEY ugly looking? 
wlh)); and borders between the tribes are outlined in thin chocolate 

brown (this prevents them from being confused with streams, yet makes them 
stand out from black hex-sides)/ Finally, the overall map surface has been 
‘given a light tint to reduce glare. Greenwood had agonized over whether 

to da this with "Third Reich” (as he had in “France 40") but decided 
against it because he was afraid “Third Reich" beach hexes would be in- 
distinguishable from clear terrain. 

The reason for his concern is manifest in "Caesar's Legions": the board 
tint can make rough terrain hard to distinguish from clear terrain. None- 
theless, I like the tinted board and feel the tradeoff worth it. 

The countersheets, build upon the original GDW edition, are greatly ex- 
panded in number and variety - at least six colours plus tints. The Play 
Aids counters quite dramatically illustrated represent bridges, destroy- 
ed bridges, siege towers, ballistas, burning villages, Concealed. Movement 
and Siege Status markers. 
The rules book is a full sized 84x11" but only 16 pages long. The rules 
are actually quite short (about two pages), the rest being scenario rules, 
game charts, and a generous display of diagrams and historical commentary. 
The game charts are also conveniently grouped on a single play aid card. 
It's disappointing at first to find the Ambush/Concealed Movement Sheet 
on.the reverse side of that card, but further study reveals you only use 
the Ambush sheet in one scenario - and you really don't need the Ambush 
Sheet at all (scratch paper will do). 


AH claims the "1776" Combat. System works even better in CL than in Mahe 
for which it was developed. The jury is still out on that one. Nonethe- 
less, the CRT and the TRM (Tactical Results Matrix) are identical to tho- 
se in "1776"; and the Tactical Cards are in fact a simple reprint, except 
for a "Caesar's Legions" logo replacing "1776" on- the backs of the cards. 
The system, nonetheless, is no guite identical: 
1) There is no supply in CL. This is quite significant to the combat sys- 
tem. It often happens in "1776" that the main reason for a battle, even 
a low odds attack, is that you outnumber your opponent in supply units; 
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and therefore you simply wish to force him to expand supply. This motive 
is lacking in CL. 

2) The same Combat Results Chart that denotes combat factor loss in "1776" 
denotes unit elimination in CL. Thus, Atl in "L776" means "Attacker loses 
l combat factor", in CL it means "Attacker loses one UNIT". This is not 
as drastic as it seems: there ARE breakdown counters in CL. If you have 

a leader present in the battle, you may break a large unit and remove one 
of the steps as the funit' lost (but if no leader is present the entire 
unit is lost). 

3) Finally, Sustained Combat is a little different. In "1776", if the at- 
tacker decided to call off a sustained attack, the defender could elect 

to resume the attack WHILE STILL IN THE ATACKING PLAYER'S TURN. This re- 
mains true in CL, with a cute twist: any time EITHER player calls off an 
attack, his opponent may elect to resume the offensive. Thus, the offen- 
Sive may bounce back and forth indefinitely - all in a single Player-Turn! 
Obviously, as in "1/776", any regult such as "NE" (No Effect) automatical- 
ly terminates the battle. 


Thus, it seems fair to conclude that Combat in CL is more playable (no. 
supplies, etc) and a bit wilder (initiative may bounce around indefinite- 
ly); but the challenge and double-binds and stomach ulcers of "1776", de- 
ciding whether to commit your supply unit, are missing - and so is the 
depth of challenge and judgement of that aspect of Randy's version. None- 
theless, the tradeoff in CL is toward playability, and such added nice- 
ties as Ambush, Rebellion Climate, etc, seem to me more than enough com- 
pensation. I say - for the moment - it's a draw as to which game the com- 
bat system best favors. 

However, I must question the fact that the Tactical Cards were simply re- 
printed from "i776". Not that I'm an expert, but I really cannot imagine 
the barbarian hordes executing an 'Enfilade Right', 'Refuse the Left', 
"Recon in Force’, ete. This is NOT a criticism of the game system, but 
simply a matter of cosmetics. It seems to me the same identical TAC cards 
could have been retained, with same consequences, but Frontal Assault re- 
labled ‘Barbarian Rampage'; ‘Enfilade Right' as 'Raid on Roman Right!'; 
"Refuse the Left' as ‘Evacuate the Left', ete. It is, as I say, purely a 
matter of cosmetics; adding a touch of flavor and period. The tactical 
cards are abstract ~ basically modifications of the die roll - so why not 
have a little fun with them? 


The Ambush and Concealed Movement rules are VERY nice just because they 
are so Clean and playable. The German secretly draws a chit and consults 
the Rebellion Climate Chart to determine 1) how many tribes rebel, 2) haw 
many ambushes he may set, and 3) how many villages the Roman must control 
to win. 

German ambush hexes are secretly recorded on scratch paper, along with 
the German strength in each such hex; the units themselves are kept off 
the board. #mbushes are revealed when Roman units blunder into the hex 
(usually in an attempt to reach a tribal village); or, when the German 
decides to move those units out, at which point they become Concealed 
units instead. 

Concealed Units are represented by Concealed Unit counters which are num- 
bered (CM 1, €M 2, etc); and the units themselves kept on the Concealed 
Movement sheet in a box corresponding to the respective Concealed Unit 
counters on the beard. Thus, the Roman knows a Concealed Unit counter re-~ 
presents Serman force, but not its strength. Since the countermix is not 
hich, this system is nicely playable. 


The Scenarios, briefly, are: "Caesar's Conquest of Gaul", sort of a warm 
up ("Players are urged not to judge the game prematurely" Greenwood advi- 
ses, as "the initial scenarios are relatively simple (...) designed to 
familiarize players with the system").- “Caesar's Crossing of the Rhine, 
55 BC"; still simple but “heats up" the fun by burning German villages 

to pacify the natives.- “Teutoburger Wald, 6 AD" introduces concealed mo- 
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vement and ambush as the Roman enters an "uncertain rebellion climate" and 
attempts to "pacify Germany". Since he doesn't know which/how many tribes 
are hostile, he is also unaware how many villages he has to control to 
wint.- "Idistaviso ~- Campaign for the Eagles, 15 AD" from Loren Wiseman's 
original prototype. The Roman is out to recover the Eagles standards lost 
in Teutoburger Wald campaign above; this time, neither Side is sure how 
the majority of the tribes will react. The German Arminius may persuade 
(by die roll) a tribe to join his cause, and the Romans themselves (again 
by die roll) may trigger such a tribal rebellion simply by crossing its 
territory. Overall, a very messy, nasty campaign.- "Batavian Revolt, 69- 
70 AD"; potentially the longest scenario of the set, it runs a full 15 
game-turns as the Batavians attempt to overthrow Roman rule and seize 
Gaul. If they are successful, the game goes into a ‘Second Round’ of 15 
turns in which the Romans attempt to retake what was theirs. The Batavi- 
ans must win twice to be successfull; but the Romans have their hands 
full with deserters, including naval deserters, and the uncertain attitu- 
des of the Gauls and various Germanic tribes. This scenario hag strong em- 
phasis on siege warfare; thus, use of TAC cards is minimal and fules book 
describes it as "probably the best wargame we've ever produced for soli- 
taixe players". Exactly how the solitaire player is to handle TAU cards 
in open battles, when they do occur, -is not made clear - but maybe I mis- 
sed something. 


I recommend this game very highly. It is “something different" while at 
the same time “something for everybody"; a safe buy for beginners and a 
variety of novel challenges for the veteran. It is, above all else, a 
breath of fresh air for board wargaming. "Caesar's Legion” is not so much 
a product of Avalon Hill as it is a product of the hobby. 

Denald Greenwood has not hesitated to gather the gems of CoSim design 
wherever he found them (including }*3 own not inconsiderable expertise 
and highly original imayjnation), and his years of experience as player/ 
editor/developer/designer would appear to make it impossible to conceive 
of a better man for the job. ‘ 

Avalon Hill contributed its own constantly growing experience with physi- 
cal guality to assure a gameboard and components that - I will wager - 
even Walter Luc Haas can stare at for hours. ((*)). I'm not sure to what 
extent this was intended as a "hard data" study of history; but as an in- 
formal simulation it has magic, and is fun to play. 


((Avalon Hill, 28, plus postage. I couldn't find out - no replies... - 
whether the European AH-game-sellers already have it in stock...3 now, 
concerning the physical system: I agree that the counters are ~ with ex- 
ception of the pink ones, maybe - pretty... or more. And even the pink 
anes are not of the famous baby-pink. And, in fact, the other ones are 
really very smart looking. But now, the map... you may call the colours 
of the woods, of rough terrain and of swamps decent — others may call it 
dull, melancholic; but, this at least is not untasteful; is it pleasant, 
really? What I really criticize is the blue of the rivers and the sea - 
does it fit to the other colours? I doubt it. And how does this 'peintre 
naif! style fit with the rest af the map? But - so what - in fact, I can 
stare at this map for hours without getting into real problems, as far 
as the taste is concerned, at least.)) 
((No othor review seen up to now; only a mini-description in "SAT" 54,17)) 


CAESAR'S LEGIONS: RULES QUERIES (by Mark Saha/Don Greenwood) 
Rules Queries by Mark Saha with official answers from Donald Jd Greenwood. 


Q: I can find no use for Rough Terrain; not for Movement, Combat, or Sta- 
cking. Have I overlooked something? 
A: Yep - Legions have no advantage in Rough Terrain. 


Q: Rules, page 6, How To Win: If Caesar is captured do Germans win imme- 
diately? 
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As Germans win immediately. 

Qi: CRT Rules, page 4, imply that Roman Leaders may be taken as battle los- 
ses. 

Az Yes. 

Qi: May the Romans take Caesar as battle loss - eliminate him to prevent 
his capture? 

Az Capture and loss are equal ~ Germans win immediately. 


Qi Rules, page 7, Rivers: Farding: There is a strange sentence here: "“Los- 
ses (...) are taken at full strength value - that is, a loss dictated by 
the CRT of 1 unit would require the elimination of two units.® 

I'm confused; I see two possible intentions: a) Losses are doubled, i.e. 
AL2 becomes AL4, or b) you mean a unit may not break down to take losses 
even with a leader present. Which, if either, do you intend? 

As Fording units defend at half strength but if attacked losses would ha- 
ve to be increased to equal regular losses. 


Q: Scenario V is offered as a fine solitaire game, especially because sei~ 
ge warfare doesn't entail use of Tactical Cards. Nonetheless, Tactical 
cards are still required in open battles. How would you handle this soli- 
taire? 

Az You're right, of course. Shuffling the cerds is the only answer. 


Q: Any comment of the fact that terminology might have been altered on 
the tactical cards to suit the period? 

Az Although the terms might be different these maneuvers remain basically 
the same in any period. And I] can hardly play a "Barbarian Rampage" card 
if I'm the Roman. Hence, the standard notation. 

((May I add that this, in my opinion, is a rather unsatisfactory reply? 
This jattle technical problem could have been solved. Also, I wonder whe- 
ther? dn attempt should have been made to differentiate between the well 
exercised tactics of the Roman .Legions and the ferocious 'tactics' of the 
Barbarians = or is this ‘build in' somewhere - or just not in the scope 
of this game? wih.)) 


TACTICAL CARDS IN "CAESAR'S LEGIONS" (by Mark Saha, USA) 


Players should note that although there is no supply in CL, this does not 
mean the Tactical Cards are less important than in "1776". The new CL Sus- 
tained Combat system, as opposed to the one in "1/776", allows either play- 
er to resume combat back and forth ad infinitum within a single PLAYER- 
turn. This means the use of Tactical Cards to terminate a sustained batt- 
le is much more important; i.e., when a battle is going against you, you 
MUST use the cards to terminate the action, and when the battle is favo- 
rable, use the cards to prevent your opponent from withdrawing. The modi- 
fications to the die roll are actually quite often of secondary importan- 
ce; they are the ‘punishment! for misjudging the tactical intentions of 
your opponent. 


Example: There was a quite large battle in which I had an edge on my op- 
ponent and knew he wished to withdraw; therefore, I played "Frontal As- 
sault" every time to pin him. He knew I would play this, and played "En- 
filade Left/Right" each time. I felt I could still win, accepting such 
"22" die roll modifications, but after a couple of bad rolis things got 
a little chancy. Thus, AS ATTACKER, I played “(Attacker) Withdraw" - 
something he didn't expect ~ and terminated the battle before he reali- 
zed I had gone over to the defensive. 


This was an effective move on my part, because I was the attacker during 
HIS Player-turn, having picked up the attack when he dropped it. Thus, 

it now became MY Player=-turn, and I was able to bring up reinforcements ~ 
and resume the attack! 


({Any EUROPEAN comments now on this "EUROPEAN! game? Come on...3 wlh.)) 
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WOODEN SHIPS & IRON MEN (AH) (by Mark Saha, USA) 


Again, I am reminded of wise old Tom Oleson's remark that "every good war- 
game HAS to have a second edition". The release of “Wooden Ship & Iron 
Men" IS a second edition; and shows, for once, how nice a second edition 
can really turn out after the initial design has weathered the ultimate 
test of a year on the market. 

The game was originally published by Batteline in 1974; historical re- 
search and design by Craig Taylor, development by Stephen Peek (cf Jack 
Greene's interview with these gentlemen in “Panzerfaust" 68, "A Slice of 
Battleline Publications"). It is a tribute to the thoroughness of their 
original work that practically nothing of the original design required: 
changing. A great deal of work has gone into the Avalon Hill edition; but, 
secure in the knowledge that the foundation was sound, most of this woxrk 
has focused on expanding what was really there, making a few minor reor~ 
ganizctions in components for playability, greatly expanding the scenari- 
os and ability "to invent your own battles", and, last not least, working 
with the Avalon Hill people to produce the high quality physical package 
this title deserves. 


Briefly, to bring those readers up to date, if you've never heard of "Woo- 
den Ships": The subject, obviously, is "Naval Warfare During the Age of 
Fighting Sail", roughly 1776 to 1815. Battles are fought on a hex grid 
board; but, unlike most SPI naval games, a ship counter in "Wooden Ships" 
is two=hexes in length. This makes for a very pleasant physical systm. 
And how do you turn such a ship? Quite simple; each ship can (usually) 
turn only 60° (i.e.,0one hex-side) per turn, so the bow is pointed at the 
new hex-side - and the stern swings into a new hex. 

Movement is simultaneous by written movement plot; combat fire is also 
simultaneous although without need of written record (except for type of 
shot used). Obviously, wind will greatly affect movement and thus the en- 
tire action. . 

But what distinguished "Wc den Ships" has always been the great depth of 
tactical detail in both movement and combat. Each individual ship has its 
own log - much like Aircraft Status Pads in "Richthofen's War” - an which 
is recorded its individual maneuver capabilities, number of crew, guns, 
damage capability, etc. (For convenience, six ship logs are on each side 
of a log sheet, so you can keep track of up to six ships on a single 
sheet). Thus, the Advanced Game rules and CRT tables include not only 

Hit and Hit Damage, but Fouling and Unfouling, Grappling and Ungrappling, 
Melee Resolution Table, a special Critical Hits table, and whether a par- 
ticular ship will sink or explode. Advanced game Optionals includes such 
cute items as 'Fireships'; these are set afire and aimed at the enemy. 
You are not likely to hit anything (it explodes on contact if you get 
lucky) but is guaranteed to play hell with enemy fleet maneuvring. 


But now lets talk about components. Suppose you already have the Battie~ 
line edition. Should you buy Avalon Hill's too? Depends. lf you: dadn'+ 
care for the first edition, there probably isn't enough here to change 
your mind. If you LOVED the first edition, you should retire it as collec- 
tors item and treat yourself to this fully expanded version. Briefly, the 
components: 

Ship's Log Pad ~ almost identical, so close you can use the old ones with 
the new game. New pads are a bit more convenient, using shading on alter- 
nate lines of boxes ta make them easily distinguished, etc. 

Board - very nice. The size of a standard AH flatbox, but not joined by 
tape. This makes it possible to ‘leap-frog! if you get near the board ed- 
ge, though the boards are not Strictly Speaking geomorphic. (Rules also 
suggest you may 'shift' all ships the same number of hexes away from a 
board edge, same as in "Rachthofen's War"). Battleline used Sri YSsr Cony 
righted numbered hex system; the AH board has numbered hexes also, but 
they are numbered using the standard AH grid notation. Significance of 
this is that you can't use set-ups in original rules on the AH board, 
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and vice-versa. 

AH board is quite beautiful, pleasant. ((Really, even I agree... wih)). 
Three colors: dark blue, light blue, and blue-green. Different scenarios 
may assume different shades to be land. SPI pioneered this in "CA" but AH 
carries it a bit farther with three colors. 

Unit counters ~ I've gone around and around on this question. The origi- 
nal counters seem MUCH prettier at a glance; bright red, deep blue, and 
shades of both. Ahem, the problem was that ALL ships were WHITE, it was 
the 'water' area around them that was brightly colored! AH leaves the 
ships white, but has the water around them dark blue; only the identifi- 
cation number 'plate' of each ship has a color which distinguishes its 
nationality. This makes more sense, though - mxlpfx ~ the original bright 
colors are still prettier! AH did not do this to save money, though; be- 
cause they DID use color, they just used it with taste and discretion. I 
think in the end they made the wisest choice. 

The AH ship counters are pretty much the same but contain a bit more in- 
formation; stern of a ship shows both its battle sail and full sail speed. 
Play aid counters are also nicely done; ‘Full Sail’ chit shows billowing 
sails; ‘Sinking! chit depicts a sinking vessel, etc. 

Rules book - the meat of the redesign. You get a full sized AH rules book 
of 36 pages. But, fear not; Basic Game rules are 5 pages, Advanced Game 
an additional 3 pages, and Optional Rules another 14 pages. The rest is 
scenarios, a "Design Your Own Scenario" kit, a sample game, and Designer's 
Notes. 


Summing up: this is a game assimple or complex as you wish to make it; 

use aS many or as few ships ~- as many or as few rules - as you like. Ge- 
nerally, if you like a fun game, use fewer rules with a large number of 
ships, and detailed rules with a small number of ships. 

The game is of very high quality and well worth the price. But it best 
shows its strongpoints when played at reasonable complexity and after you' 
ve gained a modicum of expertise, which means you should buy only if you 
antend to play more than a few times. 
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Avalon Hill (4517 Harford Rd, Baltimore, Md 21214, USA) sells it for $8; 
parts are: Box $2, Board A-Y £2, Board AA~YY 42, Manual with Rules $2, 
Ship Counters 1, Log Pad $1, Advanced Game CRT %¢. Plus postage. 


TONY JONES (S-Afr): "An excellent game; gives much more of flavour of the 
era than 'Frigate'. Looks nicer and plays nicer." 


EUROPA had several notes and reviews on the Ist edition of the game: cf 
E 2,30; 3.34 (Jack Greene); 4/5,35 (Jack Greene); 10/11,72. 


CTHER REVIEWS on the Ist edition in: "Panzerfaust" 64,43; "moves" 18,23; 
MGR 12,16; “Panzerfaust" 68,22; "The Am Warg" I1/9,10 and 11/10,12;"The Kk" 
IX/3,6, and (as per George Phillies! "Guide") "Swabbers” 32,9.- 


THE 2nd EDITION got reviewed in "Warg's Inf" 11/2 (Dec75) by Jim Cochran, 
who never owned the original version and therefore compared it with "Fri- 
gate". "In concluding it is obvious to me that this game took a back seat 
to the development of the 'Tobruk! game. However, I feel it was worth the 
48 and is a better game than 'Frigate! at the same price." 

Don Lowry in "PF/Campaign" 71,42 (Jan/Feb/6) didn't have a copy of the 
original version “handy for comparison”. He describes ana (nevertheless) 
compares it. No judgement given (he doesn't se?l the game). 

Richard Berg in "S&T" 54,17 (Jan/Feb/6): “AH's mild overhauling of the 
popular Battleline game"; “virtually the same game as the original." 


The more of these bibliographical notes I write, the more I wonder that 
about most of the games nowadays nothing more gets written than a few re- 
views, mini-reviews, descriptions. And erratas, rules clarifications. I 
fear, this really means, that most of the games are no more studied... 
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FAST CARRIERS (SPI (by Mark Saha, USA) 


This may sound like a funny thing to say (SPI may not think it's funny), 
but I doubt that "Fast Carriers” is going to be a very popular game - 

yet I am. VERY glad to see them doing it. After all - old timers may remem- 
ber - that's what SPI was supposed to be about in the first place; they 
could do the ‘limited interest' subject, service the hard-core and highly 
specialized gamer, and do it well. They haven't done much of that lately - 
the current trend has been more and more toward popular entertainment — 
grinding out title after title with design systems as similar as televi- 
sion plots. "Fast Carriers" is a refreshing change, and, if you can find 
an opponent with which to play it, probably the finest treatment cn the 
the subject available. 


First of all, you get a hell of a lot for your money; probably more for 
9 than in "Global War" for 312. There are two full 400 unit counter 
sheets; the first contains mostly the fleets, and the second sheet (which 
is printed on both sides) contains the air units. Both sheets contain 
ather usual game operation chits. Then there are sixteen (eight for each 
player) 7¢xll+ Task Force Operations Display cards; seldom will you need 
all of them ((sorry: need them ail; wih) }, but each cerd contains @ num 
ber of flow charts to show exactly the current status of carriers and 
planes in a particular task force. Each player also has his own 7sx1ll" 
Search Pattern Template card; again, mostly a play aid convenience which 
reveals at a glance his options in dispersing search planes within the 
360° radius around his carrier/base, with probabilities of success based 
on number of planes committed and how much of that radius (conveniently 
divided into 'pie wedges!) he wants to explore. There is a handsome 24 
page rules book of standard SPI quality but better than average in orga- 
nization, clarity, and diagrams to illustrate especially operations uni- 
que to this game system. 

Finally, there is a mapsheet, a real Simonson classic for my money. It 


bears a superficial resemblance, at first glance, to "Starforce’; this is 
superficial. The Tactical Display area in "Fast Carriers", which appears 
derived from the strategic display in "Starforce", is of course only two 


dimensional. And for tactical battles. The strategic maps et “Fast Car= 
riers" are neatly festooned around the tactical display and depict speci- 
fic geographic areas of the various scenarios: Tonkin Gulf, Norwegian 
Sea, South Pacific (Rabaul/Guadalcanal), Central Pacific (Midway) and 

Sea of Japan (Karea to Vladivostok); and, finelly, the overall game Turn 
and Phase flow chart and various Combat Result tables. 


Nfast Carriers” is completely different in concept and design from past 
SPI naval games; it HAS to be, by very nature of unique study this type 
intense weapons interrealtionship and sea environment war. While not an 
especially complex game, it deals with each phase of such a conflict with 
more than adequate detail. Therefore, there is a LOT to this game, too 
much to describe here. A summary of high points ought to give some hint 
of the amount of work that has gone into creating not only an accurate 
simulation but to assure the simulation is CLEAN and PLAYABLE: 


Briefly, it was decided that NCast Carriers” could not be true to its 
subject without including Strategic, Operational, and Tactical levels of 
action. Dunnigan writes: "The designer's intent was to place the player 
not in just one role, but three; first, that of a Nimitz ox Yamamoto con- 
cerned with overall strategic, dispositions; second, that of a Nagumo or 
Fletcher, concerned with the actual carrier-air operations (and the fun- 
damental timing of attack and defense); and, third, that af a Widhelm or 
Shimazaki, concerned with flight to, and attack on the enemy fleet." 


The strategic level of play is largely concerned with composition and 
movement of task forces; these are represented by task force chits (TF-1, 
etc) on the particular geographic map of the scenaria, along with a few 
‘dummy! TF chits. Such movement is simultaneous. Intelligence gathering 
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is also conducted at this level, and this aspect is so far, to me, the 
most fascinating. Players decide where and how thoroughly to search on the 
basis of enemy TF chits (which may or may not be real) and whether they 
wish to use available search planes to search small areas thoroughly ar 
large areas rather superficially; the Search Pattern Template is consul- 
ted and a die roll modified by the above variables decides whether the 
enemy TF chit has been sighted. 

If it has, things get interesting. The sighted enemy player secretly draws 
an Intelligence chit; it informs him of whether he must tell the exact 
truth about that TF, to what extent he may lie, and even occasionally al- 
lawing him to lie outright (i.e., claim there is nothing there when there 
is, or that an entire fleet is there when in fact the TF chit represents 
nothing). There are 30 such ‘Intelligence’ chits; but these are shaken up 
in a coffee mug at the start of each day, and 10 are secretly removed 

from play. Thus, neither player can estimate the average quality of intel- 
ligence from day to day. 


The Operational level of play is largely concerned with crucial decision 
of placing planes on CAP to protect carriers, assigning air strikes ; 
against enemy fleets, achieving strike contact, or aborting such missions. 


The Tactical level with actual tactics of air strikes penetrating enemy 
CAP to get at the fleets, and various types of strike (level bombing, di- 
ve bombing, torpedo bombing, etc). Moreover, a special Tactical Abstrac- 
tion rule is included to allow players so inclined to omit most of the 
entire Tactical phase through an abstracted resolution system. This is 
probably a good idea when first learning the geme, and in fact is manda- 
tory in the modern (jet) scenarios. I rather like the idea for all scena- 
rios, since the thrust of the game I5 strategic and operational; but, for 
realism buffs, the complete Tactical game is there. 


I suppose the main disadvantage of "Fast Carriers" is a) finding an oppo- 
nent who shares your interest in this area, and b) finding an opponent 
who is reasonably competent. 

The game, by its nature, really can't be played solitaire. Moreover, the 
designer admits:"*Fast Carriers" requires care and trust between players. 
The most important decisions are made in Secret and executed in secret. 
It is all too easy to cheat. It is also easy to make an honest error." 


In short, this is an elite game for competent and sincere Face-to-Face 
play. The physical package is beautiful; the design is clean and playab- 
le; and the overall result a very special game of more than passing inte- 
rest. 


OPS & INFG: FAST CARRIERS 
SPI: 44 East 23rd St, New York, NY 10010, USA; 49, plus postage. 


RICHARD BERG: "'Fast Carriers’ clogged up the whole works like a beaver 
dam; only now ((that was in October...; wlh)) is it loosening. FC itself 
is quite an innovative -— and complex ~ game. The most complex in years 
by SPI3 the naval buff should love it." 


MIKE PATTERSON (BRD/US): "I have played 'Fast Carriers! and it is an OUT- 
STANDING game.” 


RIAN VAN MEETEREN (NL): “I've played this game some four times now with: 
a friend. It's a long game and there is very much work included in hand- 
ling the operational stage. Further it is unbalanced, I fear. I don't 
think there's any chance that the Jap can win the solitaire Pearl Harbour 
scenario and there is no way in which the US can win the Coral Sea scena- 
rio. Furthermore, it comes nowhere in generating the same tension as 
"Midway". I would not advise it to anyone except those people who like 
all the intricacies of carrier fighting and who are willing to spend so5- 
me 10 hours on a game with much paperwork." 
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CLIFF SAYRE (USA): “"'Fast Carriers' is very well done. One can see the 
origins in'Midway, but things have come a long way since then. Search is 
a probabilistic scheme (like 'Wolfpack') which depends on the number of 
aircraft deployed, rather than a hex-calling method. Bookkeeping is mini- 
mized by using displays and special counters. All-in-all a very well-con- 
ceived game.” 


Cf also: E 10/11,66 (mini-description follawing an SPI-ad). 


CLIFF SAYRE also reviews it in "The American Wargamer" I11/4,4 (Dec75), 
the only other review of FC which I saw up to now. (Cliff, by the way, 
got elected Regional Director in the American Wargaming Association and 
is in the Council of the Washington Gamers Assn - congratulations! and 

I only hope he will still have some time to contribute to E too.) In his 
review he wrote that "the rules work very well" and though "turns do ta- 
ke time to complete", "the use of counters in place of written bookkee- 
ping for major operations tends to make things go smoothly." "Although 
complex, the game does move right along without dragging". He elso, like 
Rian, isn't satisfied with the Pearl Harbour scenario, the conditions of 
which "are impossible to achieve". "The game has many innovative features 
which take into account different actions, different characteristics and 
different functions, without getting bogged down in unnecessary rules and 
Bookkeeping. Highly recommended." 


RE: TOBRUK - OR: MINIATURES? 


wlh. Uff, just found another, more recent comment on "Tobruk" by Tom Ole- 
son. I know it should have been given some pages before, but... so what? 


TOM OLESON (USA): "Mark was kind enough to send me a copy of a review he 
sent you of 'Tobruk'. Although I am basically in Mark's camp in sharing a 
positive attitude towards the game, I do believe that he slights several 
important points in his general assessment of the game's significance. 


Firstly, I really think it makes more sense to compare "Tobruk" with mi- 
niatures, with which it has far more in common, than with board wargames. 
Using micro-miniatures, most everyone would have the space to play the 
same sort of wargame as ome plays on the "Tobruk" board, so it seems to 
me a fair question to ask just what has been gained by translating a mini- 
atures game to a board game, other than a saving in space which I doubt 
is crucial. 
When Mark praises the realism of "Tobruk" vias-a-vis "Panzerblitz" and 
Panzerleader", wouldn't it be a logical progression to go right on to 
miniatures themselves? Maybe “Tobruk” is showing us what we're missing! 
I know more than one gamer who believes that board wargames just don't 
compare to miniatures. , 


Secondly, it seems to me that "Tobruk" is very sadly lacking in glamour 
vis-a-vis both miniatures and other board wargames. If I were really go-~ 
ing to spend a lot of time on "Tobruk", I'd ask myself why not get into 
the 'real thing', and push little tanks around? You know, one could play 
"Panzerblitz" just as well with a little piece of cardboard that didn't 
even say Panther, and didn't even have a tank silhouette on it, but just 
had the numbers 16-12-12-10 on it - but it wouldn't be the same! This, 
in my opinion, is really where "Tobruk" loses out. 


What I would really like to see would be an appreciation of “Tobruk" by 
someone whose first love is armored miniatures. Such a person shauld be 
able to tell us what, if anything, is gained." 


wih: Not only a spacefiller, I hope: the idea of Tom to play a game with 
counters which have only some numbers is intriguing. He thinks - and he 
certainly is right - that it wouldn't be the same, but I would like to 
know: must it be the same? And: couldn't a game like this not be fascina- 
ting too, and, with no need for ‘realism’ etc, maybe even better?? 
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BATTALION LEVEL BORODING: LA BATAILLE DE LA MOSKOQWA (MARTIAL ENTERPRISES) 
(by Bob Morstein-Marx, BRD/USA) 


Lawrence A Groves, designer of LBDLM: "'La Bataille de la Moskowa' has 
been designed with realism as the primary goal. The question of playabili- 
ty has always seemed to me to be an excuse for not having produced a more 
realistic style of play (maybe I am too much of a fanatic). After all, if 
‘wargamers! want playable games, they can easily find them in the child- 
ren's game department. Implications have been made that the more realis- 
tic a simulation is, the less playable it becomes. I fail to see the cor- 
relation. To me, the more realistic a game is, the more interesting it be- 
comes, and hence, more playable." ((Comments of E~readers?? wih) ) 

I dontt necessarily agree with the above, but I still believe that LBDLM™ 
is the best Napoleonic tactical board-game that I have played. The fact 

is that Mr Groves did not create as much ef a monster as, it appears, he 
would have wished. ~ 


LBDLM is, in any case, a very large game. To recreate Borodino on a 1OQ0 
meters per hex, battalion/regimental level requires four 22x28" mapsheets 
and over 1000 counters! Luckily for those of us who can't take a week off 
from work and clear the living room of all superfluous articles ~- like 
tables, chairs, family, etc, six reasonable brief scenarios are supplied 
portraying key parts of the battle: Shewardino, Utitsa, Morning Attack on 
the Raevski Redoubt, Uvarov's Diversion, Afternoon Attack on the Great 
Redoubt, The Bagration Fleches. The 48-game-turn (each turn represents 20 
minutes) Historical Game of the entire battle is the main attraction for 
those who enjoy rolling dice and shoving cardboard stacks around for un- 
ending hours. 
The quality of the game components is quite high. The counters are on a 
par with GDW quality - excellently designed and attractively printed in 

a virtual spectrum of color: sky blue for French line troops, bright red 
for the Polish, purplish-blue for the Imperial Guard, light green for the 
Russians, blue-green for the Russian Guard, and a myriad of other color 
combinations for the Cossacks, Prussians, Wuerttembergers, Portuguese, 
and Westphalians that took part. 

The mapsheets, though rather dull-looking in gray, black, and blue, have 
been designed primarily for clarity. 
The offset-printed, 16-pages rules book is relatively unambiguous. A com- 
plete order of battle on the regimental scale is there for the gnomes 
that thrive on such things. Unfortunetely, the game is not boxed but con- 
tained in a large plastic zip~iock bag. 


LBDLM is one of the more innovative games to appear recently. The method 
of displaying only the stacking point value and movement allowance on 

the front of a counter is one example. The fire, morale, and melee 
strengths are all shown on the back. Since one may never turn over the 
opponent's counters for examination, a realistic situation is created in 
which one can never be sure of the absolute strength of an opposing unit, 
but only the apparent strength in stacking points, unless, of course, one 
has already skirmished with the unit in question. There are enough coun= 
ters in play, however, that their values could never be memorized; and it 
would be violating the spirit if not the letter of the rules to write 
them down. 
Stacking is limited by the type of terrain present in a particular hex. 
For instance, only six stacking points or one battalion may occupy a fa- 
rest hex, while twelve points or a regiment may be squeezed into a clear 
hex. Every unit has its special stacking point value according to the 
bulk of that unit: the company of Mamelukes in the Imperial Guard Caval- 
ry has a stacking value of one, while the lst Grenadiers of the Sid Guard 
is twelve stacking points strang. Unly the topmost unit in a stack may 
fire from that hex, while in melee all units in the. same hex are invol- 
ved. Casualties are always taken from the topmost unit in the stack. 
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There are two 36~probability Combat Results Tables (CRT), one for melee 
and one for fire combat. Use of the 36-probability CRTs requires two dice 
of differing size or color, one representing the first digit and the other 
representing the second digit. The dice are then read off as a whole num- 
ber such as sixteen or twenty-two, if a one and a six were rolled, or two 
twos. All effects on the CRT's are given in terms of stacking points lost, 
and in some cases on the melee CRT, defender retreat. There is no bookkee- 
ping, though, for a multitude of counters numbered from 1 to 15 are supp- 
lied, which are placed directly beneath a unit according to its loss. In 
general, two melee and fire strength points are lost with each stacking 
point of casualties. All of which may sound ridiculously cumbersome; but 
in practice the system works quite well. 
An interesting morale rule is included: whenever a hex suffers acute los- 
ses, ox has been routed through, or charged by cavalry, all the units in 
that hex immediately check morale. To check morale, both dice are rolled 
for each unit, the resultant number is modified for leadership, and com~ 
pared to the morale level of the unit. Every unit which has a higher mo- 
rale level than the die roll immediately routs, which means that it moves 
toward the rear as guickly as possible. If its path takes it by chance 
into a hex containing more friendly units, those units check morale also, 
or ifthe routing units entering the hex cause that hex to be overstacked, 
they rout automatically! Une can easily see that by stuffing one's reser- 
ves in the direct retreat route of the front line, an entire chain reac- 
tion of cantinuous routing may be caused. I cannot claim to be very know- 
Ledgeable about Napoleonic tactics, but this rule seems rather realistic 
toa me. 


Leaders in the game are endowed with different cavalry, infantry, artil- 
lery, and morale bonusses which can be used to aid units in the same hex. 
A leader in a stack may add or subtract (depending upon the particular 
situation) from the die-roll according to his leadership capabilities for 
that particular combat arm. Of course, leaders may be wounded or killed 

in fortuitous circumstances. All the corps, army, and staff commanders 

are represented, from Caulincourt or Ermolov all the way up to Napoleon 
and Kutusov. For multi-commander games, each leader is equipped with an 
Aide or two whose purpose is to frantically race about the board to carry 
messages to his superiors. You guessed it - messages can be lost ar in- 
tercepted and captured: 

Yet another innovation is the cavalry charge procedure. Whenever cavalry 
charges a non-squared infantry unit, the number of stacking points of the 
charging cavalry is compared to the number of stacking points of the de- 
fending infantry, and expressed as an odds ratio. The appropriate odds 
column is then located on the Cavalry Charge Table, which gives a die roll 
modification for the defending infantry's morale check. The use of lancers 
in the cavalry attack also has an adverse effect on the poor infantry's 
morale. If, then, the infantry does not rout, but stends and fights, the 
cavalry attacks on the melee table according to normal procedure. There- 
fore, units with very strong morale levels such as the Old Guards will be 
more ox less invulnerable against all but the most massive cavalry attack, 
whereas the less hard-core troops such as the Westphalians or Portuguese 
will most likely turn and run in the face of a couple thousands sabres 
boring down upon them (wouldn't you?). 

The problem of skirmishers has been neatly and simply disposed of. When- 
ever an infantry battalion with a fire range af two is alone in a hex; 
that unit is considered in skirmishing formation. The hexes to its front 
block enemy fire, and when fired upon, the die roll is modified in its 
favor. Square formation has likewise been taken care of. Any non-militia 
infantry unit not in skirmishing formation may form square, either in the 
owner's movement phase that an enemy cavalry unit moves within three he- 
xes of a friendly infantry unit, that infantry unit has the option to 
form square. A die is then rolled, with rout or successful formation as 
the only two possible results. Squares are not subject to the special ca- 
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valry charge rules, and may fire at units moving adjacent to them, but may 
never engage in offensive melee, and they lose their zones of control as 
well. 


There are many other rules which capture much of the Napoleonic flavor, 
such as facing, cavalry retreat before combat, the reluctance of the Cos- 
sacks to follow any leader but Platov, French howitzers, regrouping of 
shattered units, Russian reserve artillery, Old Guard charge, and so on. 


IT think you get the idea. For realism freaks, supergamers, or Napoleonic 
enthusiasts, "La Bataille de la Moskowa" is worth every penny of the ¥% 
14.95, [It is not to be recommended ta those who like short, quick, simple, 
and small games. However, despite the way it sounds, LBDLM is not a very 
complex game to play, if one has some knowledge of the period. In my opi- 
nion, Martial Enterprises (couldn't they have done better on the name?) 
has done a very cammendable job. 


UPS & INFO: LA BATAILLE DE LA MOSKOWA 


LBDLM is available from Martial Enterprises, Bax 1315, National City, CA 
92050, USA; $14.95 & postage, though some rumours say, that it is/will be 
sold to SPI; therefore, better ask first, before you send your money. 


TOM OLESON: "Unlike ‘Raiders of the North! ((ef his review in E 10/11,68)) 
which is elaborate but a bit crude and more than a bit unpolished, this © 
equally enormous and elaborate game is as professional as you can find, 
although not from one of the wargaming biggies. Its topic is the battle 

of Borodino, but treated A la DNO or WITE. There are four attractive 22x28 
maps, handsomely done in blue and buff, a plethora of rules ance charts, 
and over 1000 die-cut counters. I don't need to say a lot about this game; 
T'll just say that if I were told it was Game Designer's Workshop's la- 
test, I'd believe it, as it is very similar in appearance and quality. In 
my opinion, a game like this is only for two types of buyers: those who 
buy everything, regardless of intention to play it, and those who are 

both keenly interested in the period, AND like big games (although there 
are 6 mini-scenarios). All of these games should come with a robot oppo- 
nent. Wonderful games we have plenty of these days; suitable opponents is 
something else again! That's not to say that there aren't plenty of war- 
gamers around, but to enjoy a game like this you have to find someone el- 
se who shares the same specialized taste, is a good player, AND whose job 
and family permit him plenty of free time." 


JAY NELSON (SPI, USA): "I had the pleasure of playing LBDLM (...) it was 
(ard is) a very good game incorporating many features of miniatures with 
lots of complexity. An excellent game." 


JACK GREENE in "Europa" 10/11,83 (Aug/Sep75). Cf also the remark in E_2,36 
(Jul?75) - which also might explain the sources of the rumours that LBDLM 


was sold to SPI. 


JACK GREENE's review of E 10/11,83 also got reprinted in "Panzerfaust/ 
Campaign" 71,16 (Jan/Feb76), of course: it was part of the "Pilgrimage"- 
article. 

CHARLES STARKS, also in the same issue of PF/C, has written the only oth- 
er review on LBDLM I have seen; PF/C 71,38. For him, this "is the true” 
WITE; LBDLM-map compared with the "“Borodino” map: it "cavers virtually 
the same area but of course with a much greater eye to detail"; “the 


counters beautifully printed". "Play mechanics (...) are simple and yet 
realistic", The scenario far the entire battle he feels “is of necessity 
a multi-player game". He desccibes the use af the aides (cf Bob's review), 


and it's clear that this is the same idea as explained in John Boyer's 
note about his "Bull Run” game (cf — 6-8,43) - a fascinating idea, by the 
way. "Qverall the game plays very well and the small scenarios seem balan- 
ced". He likes that "one must evaluate units in the abstract, which is 
much more realistic" (CF on the reverse of the counters). Some critics on 
the use and strength of the cavalry. But, LBDLM, "is well worth" %14.95. 


Union expedition that suddenly found itself with nothing to do, while he 
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SHENANDOAH (Battleline Publications) (by Mark Saha, USA) (cP p 43) 


The campaigns for the Shenandoah valley (1862-64) during the American Ci- 
vil War were a unique event in the history of warfare; there has never 
been anything quite like them before or since, nor is there likely to be 
as technolohy has placed this type of warfare behind us. It follows that 
a game on the subject must also be something special; not a game for every- 


body, but an exceptional exercise for those who find the unique problems 


of the Shenandoah fascinating. 
The Shenandoah valley is formed by a series of parallel mountain ranges 
and ridges that bracket the Shenandoah river along its 155 mile length 


from the Lexington area in the southwest to Harper's Ferry in the north- 
east; the Shenandoah flows into the Potomac at Harper's Ferry, and the 
Potomac then flows past Washington into the Atlantic ocean. But it is the 
many parallel ridges and mountain ranges that create the tactical challen= 
ge of the valley; these impassable barriers create a series of parallel 
corridors, except where a ridge ends abruptly to offer a natural gap or 
passage. The overall result is not unlike a puzzle maze; two oppsing ar- 
mies could be travelling parallel, on opposite sides of a ridge, comple- 
tely unaware of the situation until they blunder into each other at a 

gap. An invader can protect himself (and his supply train) from such un- 
pleasant surprises by dividing his force into various prongs to cover all 
the cotridors. But this also renders his detached forces incapable of mu- 
tual support and subject to wefeat in detail. Indeed, this was the real 
secret of Jackson's brilliant campaigns here. He could defeat, piecemeal, 
a total Union force many time his size. And, when hopelessly outnumbered, 
simply pulled his famous 'vanishing act! - left the valley, abandoning a 


reinforced Lee at Seven Pines, Manassas, Chancellorsville... 
Why was the valley so important? The main reason was strategic - remember, 
the Shenandoah runs from southwest to northeast. And, it was rich in cat- 
tle and farmland. A Confederate arme needed to bring only guns and powder 
to the Shenandoah, for they could live off the land. A single days's 

march would place them 60 miles north of Washington, in Pennsylvania 
farmland, where they threatened Washington/Baltimore/Philadelphia and 
completely outflanked the entire Army of the Potomac (which was usually 
deployed against Richmond). On the other hand, if the Union entered the 
valley, they found themselves heading southwest, on a diverging course 
AWAY from Richmond, literally ‘going nowhere’. Thus, the Union did not 
seek possession of the valley except insofar as it was necessary to DENY 
possession of it to the Confederacy. 

But this was not easily done. The valley was pro-south, so Rebels could 
depend on good local intelligence about Union movement, while the Union 
knew nothing of rebel activity apart from cavalry intelligence. Time and 
again, the Confederates were driven from the area. But Soon as the Union 
reployed to drive on Richmond, back came the Rebs to Shenandoah with 
t 
ae 


hreat of a counterinvasion of the North. The threat twice became reali- 
y ~ resulting in Antietam (1862) and Gettysburg (1863). This made the 
nion realize they could never take Richmond until the threat to their 
right flank was eliminated. The solution was harsh, and perhaps only four 
harsh years of war made it possible: the valley was razed, barns and 
craps burned, cattle slaughtered, so this land could never again support 
an army. This secured the flank, and Richmond fell within a year. 


x 


& 


Battleline's "Shenandoah" game consists of 19 scenarios ranging in : 
length from 5 to 30+ turns and covering all major fighting in the valley 
from 1862 to 1864. Special rules are added and others dropped, to reflect 
the changing nature of the war, as scenarios progress. far example, at 
first neither Union or Confederates have any veal knowledge of the 
other's whereabouts or strength; later, because of pro-southern sympa~ 
thies, the Confederate player's movement and strength are unknown, But 
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the Union's are open. 


When you first open the box, "Shenandoah" looks like a fairly complex and 
~ worse ~- dirty game. There seems to be a.lot of computing involved. We 
notice that all movement point costs vary according to weather; there are 
point costs to stack and unstack; and, as in Balboa's "Battles for Tobruk", 
when a unit attacks it must keep track of unexpended movement points for 

an aftermove! 

But further examination reveals this system to be quite clean and playab- 
de. The points to stack and unstack are mainly to encourage players to 
form separate stacks of (say) infantry, artillery, and cavalry. For con- 
venience, such a stack may then be replaced by a single counter with an 
alphabetical letter om it; and the stack placed in a special holding area 
containing that same letter. 
The Confederate player is allowed a screen over his holding area, and may 
have up to six lettered counters in play that do not represent actual for- 
ces. Thus, the Union is unsure as to which counters represent real rebel 
forces and in what strength until he places a unit within two hexes of 
them (not traced acrass a ridge) so cavalry becomes important. Confederate 
cavalry is also important to screen and limit the activity of Union caval- 
ry. 

Keeping track of unexpended movement points during combat is not much pra- 
blem simply because - as in "1776" - combat generally involves only a few 
stacks of units (perhaps two or three) at any one time. The combat system 
would be quite tedious in a geme of large Scale engagements; here, it is 
pleasant, and a bit like that in Gamma Two's "Quebec 1759". Since this 
entails attack/counterattack interphases, "Shenandoah" is best as a two- 
player face-to-face game. 


Victory points are earned mostly for destruction of enemy combat factors 
and seizing territorial objectives; but, as in the actual campaign, you 
may also gain them for forcing your opponent to commit far more forces to 
the Shenandoah than you do. Thus, scenarios list the Resource Point vas 
lues of the forces on the board; the player with fewer Resource Points is 
“given the difference per turn as Victory Points. 
This can be a real sore point for the Union player, since he cannot be 
sure how strong the Confederate player really is; he knows only 1) the 
SET-UP strength of the rebels, and 2) the maximum additional force ‘the 
Confederates MAY bring to the valley if they wisn. Thus, if he sees the 
Confederate EXITING one lettered counter and ENTERING another, he may as- 
sume one of those was a blank. But - was the rebel beefing up or pulling 
out? If he has pulled out, and it takes the Union too long to realize 
this, a major Union defeat on overcommitment of resources could occur. 


The game is thus a real puzzle, an enigma; the Union player must disco- 
ver what is going on and where, and the Confederate player must disguise 
his intentions.. 


Later sccnarios give the Confederate two partisan units, which are com- 
pletely off the board (like in AH's "Suadalcanal"); he is advised to pla- 
ce these along Union rail hexes or roads along which new supply wagons 
may be expected to travel. The Union must make cavalry sweeps to find 

the partisans and prevent this threat; later, he can also devastate the 
areas along transport routes, so partisans cannot enter these areas with- 
out supply wagons of their own. 


There may be a minor problem with this game in that, if the player with 
the scenario initiative is not agoressive enough, a lot of drawn games 
can result. However, there are also several campaign games included - 
these being simply a chronological series of 4 or 3 scenarios ~ in which 
there are running totals of points, and a 50 point Bonus for winning a 
scenario. That bonus is sufficient to make anybody a bit aggressive. 


The mapsheet is on a cardstock with artwork similar to Battleline's pre- 
vious "Seven Days Battle" except that it is tinted a pleasant green (li- 
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ke the valley) which is easy on the eyes and fun to play upon. The roads 
are a bit ambiguous ~— as in "Anzio" - in a few places, but this is mot a 
serious problem. The counters are quite nice, and the rules are in a AH 
style 32 page magazine sized booklet. 


Who should buy "Shenandoah"? Although you can sit down and play the intro- 
ductory scenario in a few minutes, you will not get your money's worth by 
so doing. You will need to be interested enough to progress from there to 
the advanced game rules and become familiar with the game systems. Also, 
this is primarily a game of cunning and deceit, maneuver and misdirection, 
rather than a straight operational 'frontal' setpiece battle. 

If you are interested in these campaigns, and have a friend who shares 
your interest, you can spend many pleasant witter BVEeninds at the firesi- 
de over this board. Those who buy and play many different games, each on- 
dy crus times, will probably not have the patience to get their money's 
worth. 

Play-by-mail is possible, but not ideal. It's VERY ideal for hidden move- 
ment, of course. But the many interphases of a heated battle or series of 
battles could entail a lot of exchange mailings. 

Solitaire play is pretty much out of the question except to study or 

'play with! the historical problems, since the game requires a real oppo- 
nent for you to deceive or prevent from deceiving you, 


A lot of work has been put into this game from the designers of "Seven 
Days Battles" and “Wooden Ships 6 Tron Men" (J Stephen Peek and S Craig 
Taylor jr) and it is recommended as perhaps their best effort yet; but on- 
ly, as I say, for those who will enjoy the unique problems it offers for 
campaigns in the beautiful Shenandoah. 


((Cf Jack Greene's "State of the Art" column in this issue, and the “Ops 
& Info: Shenandoah" following Jack's article for further reviews.~ For 
thase few of you who can't sleep at night because of my editing: I didn't 
publish this review there, because the "Tobruk"=pieces - also belonging 
on that place, editorially speaking - got priority. I know, this as not 
easy to understand for those of you who don't publish a zine or only a 
small one with no REAL editorial problems... And - but, so what?) ) (wih. ) 


RE. PANZER LEADER - BALANCED SCENARIOS? (by Mark Saha, USA) 
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((wih. I first have to correct my English: in — 9,19 I wrote that Kevin 
Slimak ‘pretended’ not to have found any balanced scenario in Pzl; the 
word I meant was simply something like ‘said’, ‘wrote’ or so. Sorry.)) 


I queried Richard J Plock and Robert Livermore about this, since they are 
"Panzerblitz"™ addicts and have recently put in a lot of time with *Panzer= 
leader". : 

Since they have been playing only selected PL scenarios - warmups for a 
Serics Replay in the “General" - they could not comment on very many of 
the 20 scenarios included with the game. Some, Richard Plock said, seem 
very probably unbalanced, such as "Bloody Omaha". However, he feels that 
Situation 5, “Operation Goodwood", is reasonably balanced, marginally fa- 
voring the German by perhaps 3:2. Robert Livermore feels it's even closer 
than that, and the German's advantage perhaps 3:4. 

They are currently playing intensively Scenario 15, "Elsenborn Ridge" and 
so far it seems to be very closely balanced. Plock said that some scena- 
rios seem very unbalanced at first, but a different deployment or defense 
can turn the situation right around. 

Also, he commented that it's much harder to determine axact balance in PL 
than PBl, because in PL so much depends on whether and how players use Op— 
portunity Fire; it's very tricky in each scenario whether and how each si- 
de should use it. Also, in scenarios with planes or naval gunfire, Le 

can be tricky business determining their proper targets. Thus, very often 
the balance of a PL scenario cannot be guessed at after only one playing. 
This is not to say that there aren't some — perhaps many ~ unbalanced sce~ 
narios; but that there are at Least some that are reasonably balanced. 
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I received SPI's "Modern Battles" Quad. Its physical quality is equal to 
or better than that of the "Rlue & Grey" Quad, i.e. good for a paper map- 
sheet. Regarding my article in E 10/11,46, here's how it compares to my 
ideal: 


1) There's no provision for exhaustion except the scale of the game. Sin- 
ce there are no night turns, every turn must be one day. 

2): Artillery merely adds combat power. Nuclear weapons just appear - the 
delivery unit does not appear. 

a} Engagement: Units, once in contact, can not move until they either win 
or lose. Under this game's specific rules, that just limits voluntary re- 
treats. 

4) There are no provisions for target effects, or for combined-arms at- 
tacks. Tanks just have large attack factors, while infantry has large de- 
fense factors. 

5) Reconnaissance is not necessary. The cavalry squadrons ere just more 
armor with a stronger defense factor. 

6) The problem of supply appears only with nuclear ammunition, which is 
present in limited amounts. and yields. 

7) There are no partial losses. 

8) Reaction time: Nuclear strikes have to be planned a turn ahead of ti-+ 
me, but that's it. 


30, as you see, the "Modern Battles" quad is not my ideal simulation. 
But that doesn't prevent it from being an interesting game. Special at- 
tention was given to playability, and one set of basic rules applies to 
all four games (4 pages). Combat is fairly fluid and the sccnarios are 
short. It's worth buying. ((Gther reviews on MBQ in next E3; wih.)) 


RE: TRYING TO IMPROVE "FRANCE 1940" (by Mark Saha, USA) 


Bernard Roland's "Trying to improve 'France 1940'" (€ 10/11,36) is better 
than anything yet published in the USA or anywhere else. Of course, Dr 
Pournelle has done the essential groundwork, especially in terms of cri- 
ticism, but Roland seems to have taken Dr Pournelle's efforts a step fur- 
_. ther, in offering a practical alternative; i.e., something players can 
do to. PLAY the game as a GAME. ; 
(PS: Chris Marshall's "Grand Pincers® - "General" IX/3,6 - was in error 
in that, as Chris explained when I wrote to him about it some time ago, 
his plan is based on the original S&T issue of the game, wherein neutral 
country units may not move until invaded. AH edition rules specifically 
allow neutral units to be moved within their country prior to invasion. 
This: was “one. of “the farst ertsctes on “Franee 40", and Slipped ante print 
in the "General" (of all places!) because at that time most people even 
at AH were still playing by S&T original edition rules. 


RE: SSM/MISSILE BOAT/SEASTRIKE (by Andrew D Holt, UK) 


Cf-£ 10/711,50: I'm not so sure that "Seastrike”™ has 1% wrong it possibly 
needing more than one hit to disable a vessel - compare a modern missile 
with a WW2 Kamikaze plane —- it has less explosive and is less accurately 
placed and thus is likely to do less damage - and few ships were disabled 
or sunk even when hit by Kamikazes. For torpedo effects, again, the mo- 
dern torpedo has a smaller warhead than WW2 types (but is faster) and is 
generally homing - presumably acoustic - which will mean most hits being 
on the stern of the target - stopping it but not necessarily removing 

its firepower. 


RE: REALISM (by Christopher MacLachlan, Scotland) 


I would like to raise a question arising from some experience with "Pan- 
ger Leader". How realistic are these games in which group of similar ve-~ 
hicles or weapons manoeuvre together? Is thet really how modern, mechani- 
sed war is fought? Or is is not just a convenient way of giving us the 
illusion we are commanding a modern tank battle?? 
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LIMITED INTELLIGENCE IN WARGAMING (by Enrico Manfredi, Italy) 


The last issue of "Europa" reports two articles regarding limited intelli- 
gence in wargaming; the first about a "Stratego" like device to place con- 
cealed units on the board; the second regarding algebraic methods to carry 
out blind search procedures in naval wargames. As I thank that this one is 
a major point towards the development of really satisfactory campaign or 
naval wargames, I have been glad to see that some pages of "Europa" have 
been devoted to this matter, about which I hope to read other new ideas 
and opinions here soon. 


Although the algebraic method for blind search could be a bit more clearly 
exposed, this system is extremely ingenious and effective. Unfortunately, 
even if both players make use of small calculators, it is obvious that in 
most cases the search procedure would be quite a long drawn one. As a mat- 
ter of fact, if the 'enemy'’ has N units, for each of one's own units it 
has to be performed N sets of simple but tedious calculations. So, if we 
have 5 units and the opponent has 6, we have to carry cut 30 calculations. 
May be that in some cases it would not be necessary ta perform all the 
calculations, but normally it would. 

There is another, more important point against this method. Even if you 

da not actually know ‘where' the enemy units are, you. however know that 
they are somewhere, that they are moving or not and that there are four, 
five or six of them (although some of them may be dummies). 

Howver I think that this system is surely a valid contribution in the 
right direction. Let now allow me to submit another, much less sophistica~ 
ted approach to the problem. This one is clearly derived from the well 
known 'matchbox' system, however it has the advantage that it may be pro- 
duced cheaper and that it may be boxed into the game. 


First you have to prepare two ‘search! maps, one for each player, taking 
care to divide the maps into a certain number of 'search' areas; these 
ones have to be such, that it may be assumed that if two opposing units 
enter the same ‘search area’ they would undoubtedly detect each other. 
Secondly, cut into ea two folded large piece of cardboard as many holes as 
there are ‘search areas’ on the map. Don't make them too small, but ca 
15=20mm. It doesn't matter whether they are circular, square or irregular. 
Only be sure there is a hole for every 'search area’, that they are placed 
in the same way as the areas on the map, and that there is a nearly per- 
fect coincidence between corresponding holes on the two sides of the two- 
folded cardboard. 

Thirdly, cut as many small cardboard pieces as necessary to cover with 
them any hole on the opposing faces, as it is shown in the following 
sketch. 
Put now the cardboard upright between the opposing players. Let's call at 
the 'search table'. 
Fourthly, cut another unfolded piece of cerdboerd of suitable size and 
slide it into the recess between the two folds of the ‘search teble'. 
Fifthly: you have to find something like thin transparent plastic and to 
vut some pieces of this meterial, making them identical to the small pie- 
ces of opaque cardboard indicated above. Each one of these transparent 
pieces will represent a unit and will be suitably marked therefore. 


Having put the 'search table! between the opposing players, you may now 
begin to play. Being sure that the ‘screen! has been slided into the - 
‘search teble! recess, substitute a transparent piece in the appropriate 
hole, aS you are placing your units on the search mep. Looking through 

the holes you will not see anything, as the ‘screen! is still fitted in- 
side. When the other player is ready, slide off the screen and look again: 
if there is no enemy unit in the areas your units are in, you will just 
see the back of the opaque covers of the corresponding holes. But if the-~ 
re is 'contact', ise. if there is an enemy unit in the same area where 

one of your units is, you will see the light falling through the transpa- 
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rent pieces representing your units into an adjacent hole, cover - with 
Opaque pieces = the remaining holes and the slide off the screen again. 


Tam fully aware that this is an extremely crude method, however it works 
and it is quite fast. Qbviously, it is imperative that the opposing play- 
ers dan't cheat each other. 


Finally, I wish to stress once more another point that is, I think, parti- 
cularly important. In every wargame, but especially in naval games, it is 
highly unrealistic to have the offensive and defensive strength of every 
vessel clearly revealed to both players. The ‘enemy! must not know too 
well how weak or strong your ships are; this point is obvious. But you 

too must not be. able to know this. When Admiral Holland intercepted the 
"Bismarck" the weight of the boradside and the good protection of his 
ships apparently were giving him a definite edge over his large but raw 
new and less armed opponent. On the other side, when Admiral Vian's light 
cruiser were faced by an Italian force comprising the fast battleship 
"Lattorio", the position of the British admiral was apparently desperate: 
the "Littorio" had a gun more than the "Bismarck" herself end nobody 

could tell how effective the Italian radar set was, which had been instal~ 
led at the end of 1941 (as a matter of fact it was utterly ineffective). 
Many other examples of the same type may easily be added; so I sincerely 
hope to see in the future some naval wargames incorporating simple but 
effective rules regarding this point. 


RE: LIMITED INTELLIGENCE (by Mark Saha, USA), 


Herman Vos! "Limited Intelligence in CoSims" is an excellent and thought 
provoking study of a real problem. 

I would urge to look into Battleline's "Shenandoah" game for the best so- 
lution I've seen yet. In that game, the Confederate player has a Series 
af off-board boxed areas, with each area coded to a letter of the alpna- 
bet. Confederate unit counters are also provided containing nothing other 
than alphabetical letters. Thus, the Confederate player simply places his 
units as he pleases in the verious off-board boxed areas (which are kept 
from Union player's sight by a cardboard screen) and the corresponding al- 
phabetical unit is placed on the board. The Confederate player has merely 
to glance behind the screen at his off-board area to see exactly what 
units comprise each lettered unit on the board. 

I think Mr Vos will enjoy "Shenandoah", and look forward to more articles 
from him. He has a good eye for the fundamentals of CoSim design. 


RE: COMMAND CONTROL (by Christopher MacLachlan, Scotland) 


Ralph Vickers raises the problem of Command Control. He suggests that each 
unit, rather than the hex it is in, should have a CC number. But this 
raises the problem of the blanks in a panic table; in some game a throw 
of six means no-one panics. If the numbers were on the units that would 
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mean some units would be panic-free. If they were strong units attackers 
would be delighted and use them constantly; if they were weak units we 
would all feel cheated. In a stacking game it would be obvious that units 
should stack accarding to their CC numbers to avoid the whole lot going 
awry. But surely that would lead to strange situations, with unlikely com- 
binations of units and some members of a stack attacking while the rest 
stood back watching. 


- ~ 


The real difficulty in putting CC numbers on the units, however, is that 
that would mean a fixed proportion of the units would panic every time 
their number came up. Under the present system, all, some or none of your 
units might panic depending on whether they are in an affected hex; but 
if they were individually numbered, either all those with the effected 
numbers would panic or some complicated additional operation (dicing for 
each one affected, for instance) would have to be invented. I do not look 
forward to either possibility. 


My own suggestion to improve CC operation is to introduce a delay option. 
After discovering which units panicked, the player could then decide to 
delay the effect from that turn to, say, the next (he might put a 'Delay- 
ed Panic’ marker on them), and risk having more units panicking then. 
Thus you could choose to let an affected unit panic where it stands, or 
move and attack with it, knowing it will panic next turn, when it may be 
exposed to counter-attack. In a SiMov (Simultaneous Movement) game like 
"Kampfpanzer" this would allew you to extricate units from obviously ex- 
posed positions, at the cost of disrupting them, or to carry out careful- 
ly arranged attacks where it is more likely the strike would be made than 
not. I am not sure how my scheme would work out at a higher, strategic 
level. 

Tt is clear from what I have just written that what troubles me about the 
present CC system is not that it is dependent on the location of units, 
which seems to me a tidy way of ‘randomising results, but that units seem 
to panic in unlikely situations, often at crucial moments when any comman- 
der would be doing his best to preserve morale, or when any member of the 
unit can see what he must do to save his skin or wipe out the enemy. 


RE: WHITE BOX GAME (by Steven Lorenz, USA) 


In response to the "White Box Game" article by Tom Uleson (E 10/11,47). 
There soon may be just what you ask in a breakthrough in the hardware and 
even software of wargames. The fact of a beginning are the many spacewar 
games designed around on-line computer terminals. These games are not 
available to the general public and may never be if they could only be 
played on a giant computer, but the breakthrough is the development of 
the Low cost pocket programmable calculators. 

Today the best programmable calculator for wargames is the Hewlett-Pack- 
ard HP-65. This calculator has 100 program enteries and some very good 
sapce-war games have been developed around it. I myself am planning to 
put out program-games for the HP-65. Unfortunately for the hobby an HP-65 
casts about US-%700. This puts the price of a programmable calculator out 
of the reach of quite a few people (with the high price of skiis and lift 
tickets). 

There is good news ahead though becausg Jexas Instruments will market a 
224 step proyrammable calculator SR-52 about $300. This may be within. 
the reach of a lot more people and with the advent of more programming 
steps for less money very realistic wargames will be designed. 

There may be some more good news for programers as it is rumoured that 
Hewlett-Packard will put out a new programmable calculator with up to 

900 steps sometime in mid 1976. 


The following is an outline of a space-war game developed for the HP-65, 
titled "Space-2065". Each player or team as we played was given an equal 
number of Magea-labor units to be spent in the following categories: Pho- 
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tan torpedos, Sensing, Accumulative damage, acceleration-deceleration, and 
turning. Each category had 5 classes A to £, but it was impossible for 
anyone to get more than one A class category. Each player had a sheet of 
graph paper (Cartesian) to plot his position and the enemies. The turn 
consisted of each player either moving or turning (as vectors) and then 
either sensing (max distance of sensor 25 units on 100 by 100 unit space) 
ar firing a photon torpedo. 

Sensing-At max range to + max range you can only get from the calculator 
the enemies location, from + to zw you can also get the darection (in de- 
grees) that his ship is traveling. Under + max range you know his speed, 
position, and direction, Probably enough info to put an 'A' class photon 
torpedo right in his Day-room. By the way, to fire a photon torpedo you 
simply punch in the co-ordinates and the calculator does the rest. If you 
miss it will state by how much. 

Some day 1 hope to publish this game as well as other Program-games, but 


I must first get an SR-52... 


USE OF ELECTRONIC GAME DEVICES (by John B Gilmer, USA) 


((wlh. The following was sent by Cliff Sayre, who wrote: “These are some 
specifications sent out by a correspondent friend of mine John Gilmer to 
some electronics people. John has been interested in electronic play aids. 
I'm sure he would not mind using in E, if you're interested." Unfortunate- 
ly, I missed to ask Mr Gilmer directly and hope, he really will not mind; 
it's fitting so well in this issue, that I didn't want to save it for a 
later issue. The first part of his article, the background, is well-known 


toa us - but I thought it might be interesting for you to get the whole ar- 


ticle without omissions. )) 


Background: While simuletions have been in use for quite a while, only 

in the last 10 to 20 years have game techniques been used with consisten- 
cy for simulations, primarily in military games. Today many types of game 
Simulations are available including military, economic, environmental, 
and sports games. While many of the games in these areas are not related 
to simulations, there has been a marked increase in adult simulations ga- 
mes, 

The foremost publishers in the simulations field are publishers largely 
of military games, although they are diversifying. The simulations are 
similar in format using mapsheets, cardboard markers, and probability tab- 
les on which the outcome of events are determined by random number selec- 
tion, usually by rolling a die. The military game market seems to be the 
most highly developed and best organized, with numerous magazines, news- 
detters, publishers, end clubs. 

One of the biggest limitations on current games is one of format. The re- 
presentation of pertinent information has to be by markers on the map- 
sheet, and supporting paperwork and abstract concepts must be minimal if 
the game is to be successful. The range of interactions and situations 

is limited to that which can be represented in a few tables, and easily 
manipulated manually. These limitations make it quite difficult to apply 
current simulation technique to situations which cannot be represented 
geographicly, and to those which are fairly complex, or require a large 
number of time resolutions. Also difficult are situations requiring in- 
complete knowledge or hidden locations, particularly if involving a lar- 
ge amount af information. 


My proposal is that a calculator type device be used for many game func- 
tions including resolution of events, determining interactions of the 
playing pieces, and storing and determining the interactions of hidden 
information. 


Past developments: A game memory device was made to fill the need for a 
means of conducting geographical searches without revealing the searching 
unit's location. It consisted of a 256 bit memory, an address register, 
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and input/output and control circuitry. A limited number were made and 
sold for about $15. The applications, and hence interest, was limited by 
the unit's not being easily usuable due to its binary display, input limi- 
tations, and the lack of games that would fully exploit its unique capabi- 
lities. Memory size and input/output format limited its ability to be ap- 
plied easily to existing games. 

Prototypes of devices have been constructed which would be more capable, 
albeit at increased cost. One has decimal logic, 7 segment display, key- 
board entry, and searches all locations in a hexagonal 32x32 grid within 

n hexagons of any given hexagon. 

Another device is a microprocessor with a 1024 word memory capable of be- 
ing programmed to execute various game routines. A final version would ha- 
ve interchangeable program ROM's to accomodate the requirements of diffe- 
rent game types. 

All of these devices were built using TTL SSI and MSI logic due to cost 
and availability considerations, and ta allow flexibility in design tes- 
ting and evaluation. However, as the complexity increases, the possibili- 
ties of using an MOS LSI of the calculator or micro processor family be- 
comes increasingly attractive. The first device used 5 IC's, the second 
about 30, and the third more than 50. The speed advantage of TTL is of no 
advantage in this application, unless interface into a TV is contemplated, 
and the disadvantages of increased numbers of circuit boards, connectors, 
and larger power supply are significant. 

A number of people have programmed computers to play or assist in playing 
a number of games, but these efforts have had difficulties due to the 

lack of common hardware, unavailability of the computer to most people, 
and the time consuming input/output procedure. Here too there is a lack 

of games which would fully exploit the available capabilities. 


Concept: To successfully establish a calculator type device as an aid to 
simulation type games, more is necessary than just providing a suitable 
device. Games must be developed which take maximum advantage of the unique 
capabilities of the device. There could be many different games which 
would use the same logic, so that one device could be used with the whole 
range of games. It would also be of benefit if the device could be adap- 
ted, for example by changing ROM's, to other games, or even other uses 
entirely, such as use as a standard calculator. The device would be adap- 
table to existing games as well, improving them, even though they were 

not designed for that purpose. 

Entry into the game market would be most easily accomplished through one 
of the existing crempanies or organizations in the game simulations field. 
The have the experience and means for game development, testing, promotion 
and sales. However there is no reason why a new company could not be es~ 
tablished, if the existing companies are unwilling to take this technolo- 
gicel leap forward. 


Specifications: The following characteristics are necessary or highly de- 

Sireable in a game simulations device: 

1) Calculator type package - at most the size of a cigar bax 

2) Keyboard data entry 

3) 7 segment display, 6 digits minimum 

4) Capability to execute various functions consisting of basic arithmetic 
and some branching operations 

5) Capability to store information if the device is to handle hidden in- 
formation routines. Storage of 1000 bits is the maximum that should be 
required. 

6) Programability: the functions should be changeable so that the same 
device can be used for different games. This would best be accompli- 
shed by changing program ROM's 

7) Battery power 


((wlh. And, I would add: 8) Usuable for people like me, who have no idea 
af math, computers, and such... Are we at the start of a new game-era??)) 
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(DLIFF'S {E)ORNER (by Clifford Sayre, USA) 


Hardware, Software, Cardboardware 


Tom Gleson (cf "White Box", E£ 10/11) makes some interesting comments and 
observations related to game equiprent. There have been some innovations 
along this lire worth noting. The most 'tancient! hardware innovations are 
probably the "Jutland" search boxes (cf General XI/A) although they have 
not appeared commercially as part of a regular game. I plan a future re- 
view of an electronic search box which was purchased for about 420 and 
which has breader applications. There have also been electrical CRTs (cf 
"General" XI/1) although the "Combat Calculator", currently available from 
Lou Zocchi, is perhaps even more innovative and certainly less expensive. 
(Cf E 4/5,90 and E 6/8,70). Electric or electronic dice don't really 
count as they are just more expensive equivalent. The Blind Search proce- 
dure (cf E 10/11) makes possible the use of programmable electronic cal- 
culator to do the search arithmetic, However, such calculators are rather 
expensive and a special purpose integrated circuit 'chip' which would do 
the calculations would have such a limited market that a special range 
Calculator is probably not feasible. A cheap commercial calculator in the 
215-20 range which does Simple arithmetic and has one memory slot can do 
the calculations with the aid of the tabular form given in the article. 


-Gamma Two has pioneered ‘woodenware'! in the form of the block unit coun- 
ters which handle limited intelligence and step reduction very effective- 
ly. One could extend the block counter idea such that the different faces 
fepresent different formations (line, column, etc), different individual 
states (mounted, dismounted, limbered, unlimbered, etc), different readi- 
ness, morale, etc. An article of mine describes some ‘cardboardware! in 
the form of a CRT slide rule which can be used to adjust the CRT for dif- 
ferent states (such as morale, type of unit, terrain, etc) (cf "Jagdpan- 
ther III/1). The article describes a slide-rule CRT for NAW expansion 
which can be adjusted for cambat between the different types of units 
(infantry, artillery, etc). JP may also publish a slide rule CRT version 
for "Gettysburg" which can be set for the offensive vs defensive figures 
of merit of the generals involved in a particular combat. I belicve that 
an early Avalon Hill game ("Chancelorsville I"?) had a type of slide rule 
although I do not know the details. The combat wheel used in SDC's "Guer- 
re a Qutrance” ("Conflict" 1) was a clever substitute for multiple tables 
of types of weapons, armor and weapon effectiveness. Avalon Hiil, SPI and 
Rand have provided 'paperware! for record-keeping or pioneered chit sys- 
tems to substitute for ad hoc bookkeeping procedures. 


IT do find Tom Qleson's concept intriguing and agree that there are pro- 
bably hardcore gamers who would purchase an innovative (but expensive) 
game which had unique hardware features. I have no opinion on a game the- 
me or the type of innovation I would respond however. I also fcel that 
much had been done and more could be done for conventional games pretty 
much within present cost boundaries by more effective development of 
'cardboardware’ systems. Enrico Manfredi (cf E 6/8) enumerated a number 
of specific areas in game systems which need attention. Some of the above 
concepts have begun to address some of his goals. Prototype features of 
Enrico Manfredi'ts other ideas can be or have been at least partially im- 
plemented in some games or suggested by some articles. Shaded areas on a 
conventional CRT, using types of crass-hatching could be used to introdu- 
ce several levels of morale or tiredness (cf Moves 9,14) without. resor- 
ting to multiple tables. Double-sided counters have been used for simple 
step reduction (cf "Khalkin-Gol") and could be used to handle formations 
(such as in "Torgau"). Various ‘Footnotes! in "moves" have suggested al- 
ternative forms of panic or command control (e.g., "moves" 14,17; 23,16; 
also “Jagdpanther" 8,7). The dual counter representation pioneered in| 
"Desert Fox" at least partially addresses the problem of reduced intelli- 
gence as well as providing simple step reduction. (Each unit consists of 
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identification counter plus a number which is placed underneath.) I reali- 
ze that other games and articles have addressed some of these problems as 
well as areas I have not touched. The particular articles or ideas I have 
cited have generally introduced the additional concept or feature at small 
increase in complexity. What we need are more multiple-purpose CRTs, tab- 
les or procedures which introduce the new variables in a subtle or auto- 
matic fashion rather than simply adding on a new page of tables or addi- 
tional die rolls. Avalon Hill's "Stock Market" game provides an excellent 
example of the play on one turn directly affecting the prices of stocks 

on the next turn (just as in real life), without requiring a complex pro- 
cedure to implement. The concept in "Stock Market" was the prototype for 

a morale procedure I developed for "Soldiers". 

Perhaps other E contributors with more longevity in the hobby could in- 
form us of innovative ideas from the past years which never got off the 
ground because of limited distribution or because the concept was good 

but clumsily implemented. 


((wlh. I certainly would be very much interested to get such an article 
-~ or at least some of this kind of .anformation; in "S&T" 53,22 - by the 
way ~ you will find Stephen B Patrick's interesting article "The History 
‘of Wargaming Update" which includes a table "Famous Firsts", a "list of 


important innovations in board wargames", which however only gives the in-~ 
novations found in truly commercial games. "Amateur and 'semi-professio- 
nal' games have been ignored", unfortunately. )) 


Dear Santa Claus, 


Coibhe: 2 know, a's a: dittle. bat ete: Tor Lhristias wishes. but since 
the Black Forest, where Santa Claus actually lives, is just round the 
corner, he of course is an E-reader too, and I hope he may accept these 
delayed list of wishes from Cliff Sayre...)) 


Here is my Christmas List: 


1) Please have your designers and elves playtest the games so that there 
are no ambiguous rules or missing instructions. ((Sigh!)) 

2) Please avoid ambiguous victory conditions. 

3) Please include a basic game or short scenarios for folks with limited 
time to play, and limited patience with complex rules. 

4) For new or complex systems please include examples of play as well as 
diagrams, when appropriate. 

5) For lengthy rules please provide a summary or table of contents. 

6) Please include vital charts as separate features so we do not have to 
page through the rules to find and use them. 

7) Where appropriate, include charts or reinforcement tracks on the map. 
(PS Since there are players who don't like charts on the map, if you 
put them along one side, then they can be cut loose and both types of 
kvetchers ((??)) will be happy.) 

8) Innovative graphical goodies to minimize book-keeping will be greatly 
appreciated. 

9) Please include an OB or other means of checking the counters to make 
sure the set is complete. 


Although I have discovered through the years that I never get everything 
that I want for Christmas, please do the best that you can... 


Homemade Counters 


A new material for do-it-yourselfers... Shrink Art. The material is de- 
corated with marking pens, out in oven at 350-4007 F and shrinks about 
40% of its previous size. Makes possible homemade counters with original 
artwork without photocopy process, albeit in limited numbers. Three 
sheets 104 by 164 are 21.50 for clear or 2.00 for opaque. (My daughter 
did make some jewelery and other small things, also drew items which she 
subsequently shrank and used to make little scenes inside of egg shells.) 
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THE WARGAMER AS 'LONER' (by Tom Oleson, USA). 


The English word 'joiner' describes a person who delights in belonging to 


Organizations, and we have many such people - and organizations here in 
the USA, anc mo doubt in Europe, too. No one could accuse the typical war- 
gamer of being a 'joiner', as wargaming clubs have never been popular. 


Five or six years ago there was quite a struggle between tho Internatio-~ 
nal Federation of Wargamers (IFW) and Sparta for top spot among the nar- 
row field of waryaming clubs, each claiming 600-700 members, each publi- 
shing an interesting magazine. Another club magazine was "D-Elim", a pro- 
duct of the St John's university (New York City) wargaming club, and, of 
course, then as now, AHIKS chugged conservatively along with a few hun- 
dred members. 


As a member of these clubs, and others, I watched with dismay as IFW and 
then Sparta fell apart from internal power struggles. As an AHIKS officer 
for some years, I can be accused of prejudice, but I've always felt that 
its long, mostly trouble-free history, gives it pride af place among the 
few wargaming clubs. 


There are a few other clubs now, Harley Anton's PWA (Professional Warga- 
mer's Association), and George Phillies! AWA (American Wargamer's Associ- 
ation), but I doubt that any one of them has as many as 500 members. Pa- 
ranthetically, George Phillies was defeated in a bid for president of IFW 
not long before it fell apart, in what seemed to this member to be rather 
acrimonious circumstances. 


We read in "5&7" that there are well over 100000 wargamers now. Obvious~ 

ly speaking only for myself, I felt that I got my money's worth from all 
the wargaming clubs I've joined, most especially, but by no means exclu- 
sively, AHIKS, and I have always wondered why the typical wargamer evidebt- 
ly just isn't interested? If anyone knows the answer, no doubt he {or she) 
is among the ceadership of "Europa". 


(And, in another letter, replying to something I wrote on the lack of new 
games which really would be excellent for sola gaming, he replied: 

"You are in good company in liking solo games, but not for me. To me the 
Social intercourse with the opponent is an indispensable element. I NEVER 
play solo! But here again, I think it is narrow-minded to fancy that one's 
preferences are somehow 'better' - and I really do mean that, tho I am 
making it sound like a cliche!") 


THE PARLOR WARLGRDS (by Pershing Vartanian, Ph D, USA) 


((wih. The following article was written a long time ago and intended to 
get published in the now defunct "Conflict" magazine. I think ait still 
shows some very interesting aspects of our wargamer-society, so that I 
am very grateful to Jack Greene and the SDC wha sent me this article for 
publication in E.- Similar studies you will find in "The General" XII/4, 
25: "A Study of Wargamers" by Manuela Oleson (Tom's wife); then,in seve- 
ral Dippy-zines and in the IDA-Handbook 1975 you will find the results 
of Lew Pulsipher's questions which have been replied by Dippy~players; 
additional material is given in some S&T-feedback-replies. )) 


Early last year ((probably 19743; wih)), "Conflict" submitted a question- 
naire to some 500 of its subscribers and eventually almost 200 responded. 
Because the questionnaire had several purposes ~ in part a market research 
tool, as you might have surmised, and in part an informative source to 
develop a biographical profile - the questionnaire had numerous difficul- 
ties for the cader. Several questions that might have been of significan- 
ce were not included. In addition, biases were inadvertently built into 
some questions that obscured the meaning in some responses. And finally, 
some questions were so constructed that the information, once coded, 
yielded self-cancelling data. Once these difficulties were identified and 


resolved in somes measure, the information which emerged provided an inte- 
resting quantative account of the subscribers selected for the study. 
With this data as a base, in time it will be possible to develop a profi- 
le of the parlor warlords - military history and simulations buffs — that 
can characterize a social type. Indeed, it is highly probable that the 
buff, whatever his speciality, fats a pattern that marks him out socially 
and psychologically as a rather unique species. It is with this in mind 
that the following analysis discusses the parlor warlord's social attri- 
butes, his interests, his tastes,.and his attitudes toward this journal. 


In our complicated urban and post-industrial society dominated by the pro- 
fessional and the specialist, the buff has entered as an unexplained in- 
truder in the domain of the expert. He is an amateur who pits his know- 
ledge against the expert and while his visual angle may be vestricted, 
his command of detail is inexhaustible. Whether it be steam locomotives, 
automobiles, genealogy, or military history, he approaches his interest 
with an absorbing passion that appears as insatiable as passion itself. 
Since his enthusiasm is an end in itself, the buff seems to perform no 
socially useful function to justify his intense commitment. Accordingly, 
he is patronized by commercial exploiters, resented by academics, and ig- 
nored by behavioralists. Yet, the same cultural forces which yielded the 
atomic bomb made the buff possible. He is the product of an urban and 
technological society whose mind style is well worth attention as his 
numbers multiply. Because the data continues to be fragmentary even when 
undertaken by buff journals, the buff as a social type remains elusive. 
At best, the account presented here is only suggestive, but the implica- 
tion are well worth exploring and discussing. 


The military buff is perhaps the most conspicuous type in the specialty 
world. He can blend historical interest with games simulations, models 
and minutiae, but apart from this he does not seem to have much appreci- 
ation for the combative life. He is a parlor warlord who is more keenly 
interested in the processes involved in simulations and descriptive ac- 
counts accentuated by maps, charts, and photographs than in combat as 
such. Like the not-so-ancient warlords in China, he can marshal his for- 
ces and manage his resources, but never leave the imaginative world in 
which all his activities are transacted. As a social type, the parlor 
warlords are drawn from a rather narrow spectrum of American society and 
in some respects constitute a rather unique group. 


The residential distribution suggests this distinctive social character 

in a rough way. Since residence was omitted from the questionnaire, post- 
marks were used. Unfortunately, only 62% of the responses had one and as 

a consequence, only tentative conclusions may be advanced. By dividing 
Hawaii, Alaska, and the continental United States into ten census regions, 
nearly 45% of the residences coded originated from three of the four ma- 
jor urban areas in the nation. While the East North Central states repre- 
sented 28% of the total, the Middle Atlantic states provided some 14% and 
the Pacific Southwest about the same. While this distribution is congru- 
ent with the national population, it does. not include the urban south- 
east, Since the southeast in fact and fiction has always had a marshal 
manner, its absence from this distribution only heightens the argument 
that wargamer buffs are parlor warlords who are interested in manipula- 
tion, not mutilation. This is borne out more abundantly in the biographi-~ 
cal data. 


In the popular imagination, the military buff is equated with the mili- 
tary man. Even "Conflict's" editors implied a similar correlation an 

theix survey design by neglecting to provide an alternative category to 
military service. To them, as to most, the buff has a military background. 
Yet nothing is more striking in “Conflict's" survey than the nearly ne- 
gative correlation between interest in things military and military ser- 
vice. While 96% of the 181 respondents were potentially eligible for mi- 
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ditary duty with some 80% of them falling between the ages of 16 and 30, 
only one-fifth of the entire body of parlor warlords had any military ex- 
perience. On the other hand, this is about twice the national average, 

but just as interesting, the entire 181 persons studied were males. Once 
one acjusts the comparison to reflect this fact, then the proportion of 
those with military experience is actually slightly less than the natio- 
nal average. Thus, despite their interests, this exclusively male orien- 
ted mon-military bedy is drawn from a guite narrow spectrum of American 
society. In no way is this seen more acutely than from the parlor warlord's 
educational qualifications. 


As a social type, the parlor warlords are highly educated. While about 3% 
of the total population has a college education, some 40% of the respon- 
dents had a college degree, more than half of which were graduate. In ad- 
dition, 50% of the group were either in college or in graduate schools. 
While this bears out the contention that the parlor warlord is absorbed 
by the manipulative arts, the type of education sought or degree secured 
would have made the argument more conclusive. Unfortunately, such direct 
information is lacking and it must be inferred from correlations made res- 
_pecting interests and tastes. It is quite clear, however, that the mili- 
tary buff is a distinct social type: comperatively young (about 25), col- 
lege oriented, urban, and most likely to be single rather than married at 
a ratio of two to one and entirely male in its sexual composition. 


As a social type, the parlor warlords come from a highly rarified segment 
in the population. Not only are they a unique social segment, but their 
interests and tastes incline them to a restricted social life. On the one 
hand, about 45% of the respondents devoted their time to building minia- 
tures and models. By itself this would not be conclusive but it is asso- 
ciated with an almost single-minded devotion to military and simulations 
reading. Nearly 98% of the respondents subseribed to journals comparable 
to "Conflict". In fact, 45% subscribed to at least one and as many as 
three, while 18% carried seven or more, with the balance in between. 
Though many respondents indicated reading interests apart from military 
and wargaming, the direction indicated is inward rather than outward. 


About 30% of the respondents showed an interest in science fiction or sci- 
entific publications and a fourth of the 181 respondents subscribed to 
one to three such publications, with only 5% receiving from four to six. 
Among those reading interests which might otherwise draw the parlor war- 
lords out, no clear pattern can be detected. Nearly 60% of the respon- 
dents subscribed to some general periodicals, but these not only included 
weekly magazines, but "TV Guide" and "Arizona Highways”. Nearly 50% sub- 
scribed to as many as one to three such publications, while some 10% sub- 
scribed to publications that exploit Sex like "Penthouse" and "Playboy". 
Thus, the parlor warlords are an exclusive lot. Their nobbies and their 
readings incline them to @ private world in which the imagination con- 
trols. 


Yet this appears to be a transitory aspect in the buff's life. As the 
responses indicated, the parlor warlord sets aside this life style around 
the age of thirty. Only one-fifth of all the respondents were over thirty 
and only half of these or some 10% were over 36. By age 45, the species 
is extinct. Though the parlor warlords die young, they have pronounced 
views about the literature they so assiduously devour. This was quite 
evident in their comments about "Conflict". Even here, the warlord says 
as much about himself as about the magazine. 


As a group, the parlor warlords have a good natured patience about them. 
In part this is due to their social isolation; but this very quality nur- 
tures a desire for comradeship which the magazine provides. Nothing il- 
Lustrates this better than the reactien to "Conflict's" erratic postings. 
Nearly 35% of the respondents were irritated by this. However, since pu- 
blications such as this are the staff of life to them, none indicated he 
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would cancel his subscription. Quite the contrary, many indicated a genu- 
ine concern for the magazine's future. As one respandent put it: "I dis- 
like the lateness. However, I never thought you lost me or went bankrupt. 
You sound honest and I always knew issues would come out - but number six 
worried me!" Another respondent was much less sanguine: "I dislike the 
heart failuré of not knowing," he wrote, "if you were going to go under 
or keep publishing." Most comments about the magazine, its qualities, 
strengths, and weaknesses, arose from a concerned interest like this. 
This does not mean, however, that the parlor warlords are uncritical. At 
times their criticism was quite unexpected. 


In expressing their dislikes, respondents singled out several areas in 
addition to late mailings. About 16% disliked the articles and one res- 
pondent announced in the ironic manner of the warlord, "There is nothing 
outstanding” about the magazine. "Just hoping it will improve. Thus I ha- 
ve resubscribed." Others, more directly, singled out editorials and the 
letters to the editor for special mention, but they too constituted only 
about 16% of the total. On the other hand, the simulations were eritici- 
zed the most by respondents. Though many of the complaints were minor, 
some dealt with ambiguous rules, some resented postmarks an parts of the 
instructions, while others were irritated with the designs. To most res- 
pondents in this group, "Assassin" just seemed intolerable. While none 
would say it, it appears that their dislike arose from the game's uncon- 
ventional character and its lack of customary paraphanalia. As a type the 
game had few admirers, and the players in general felt that perhaps the 
game should have been turned upon its designers! 


(Game ratings: first number: % of readers that played this game more than 


ance; second number: % of readers that want more games of this type: 
Khalkhin-Gol 66.30/64.64, Norad 59.67/17.13, Btl for Hue 49.72/61.88, 
Guerra & Outranee 46.41/29.89, Minuteman 41.99726.52, Dien Bien Phu 35.36/ 
34.25, Assassin 20.99/06.08). 


The response to the simulations were generally favorable despite the ir- 
ritation over format, instructions, or usability. Some 59% expressed sa- 
tisfaction with them though they did not always concur upon the games 
preferred. Of the 181 respondents, only some 9% had never played a game 
at least once. Only 63% of the entire group however,indicated their pre- 
ference in simulations types. Two games, "Battle for Hue" and "Khalkhin- 
Gol", were ranked at the top with same distribution. Almost 45% of the 
respondents or about two-thirds in all preferred these two games. They 
were also the ones most frequently played. The remainder, as the stale 
(above) indicates, had less support, both in preference and in being 
played more than once. Unly "Norad" was an exception to this correlation. 
Though a little more than 4% preferred this simulation, almost 60% of 

the respondents had played it more than once, but it was next to the bot+ 
tom of the type which should be presented more frequently. While "Assas- 
sin" was too exotic, it is evident that "Norad" was much too simplistic. 
In the opinion of one respondent, "Norad should have been published by 
Milton Bradley". No doubt this to be the ultimate put down: 


Despite these rebuffs, in general, the respondents admired the magazine's 
high quality. “Your magazine is excellent," began a typical response, 
ttand in every article 1 found something of interest." In addition to the 
games which over half enjoyed, more than 60% singled out the variety and 
the quality of the articles as noteworthy. In addition, over a fifth or 
the respondents singled out the innovative flair shown by “Conflict'ts" 
editors and regarded it as continuously improving - not from bad to good, 
but from good to better. In all, some 93% of the 181 persons responding 
had an approving nod for the format, graphics, essays, or simulations. 
'T!m willing to take the bad to get the good,” wrote one warlord. "ra- 
ther than settle for the mediocre." Could one add anything more? 


((EF, cage, S&T 49,390.43; 47,425 50,173 51,20; 52,363 54,213 ges?) 
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WOMEN, WOMEN, WOMEN ~ WELL, AND WARGAMING... 


TOM SHAW (AH, USA): "I am amused at the dead seriousness (no pun intended) 
with which your readers philosophize about wargamers. Especially "that 
women's" commants which appeared on page 81 of E 6-8, She becomes filled 
"with nausea and sigust" at someone who would ~>-"pound on the table, 
yelling BLOOD MUST FLOW". If this woman Seriously believes what she says 
--"..,that tendency to lose touch with one's humanity is a trait general- 
ly shared by far more men than women, with wargamers as a prime example® 
-+- then it is obvious that she is the one who has lost touch with reali- 
ty. Mercy sakes, Walter, these attempts to intellectualize wargaming do, 
indeed, confirm my suspicions that far too many people take themselves 
far too seriously; ergo, humanity as a whole too Seriously. 
Where has our sense of humor gone? Am I the only one left? Surely this 
above quoted woman, who shall be called Ann (for Ann Onymous), cannot re- 
ally believe the wargamer is any different from the population pell mell. 
Ann claims that the bridge between her and wargamers is too wide to even 
attempt to gulf. Ann has yot to return to reality. Dur ‘Blood Must Flow' 
gentleman is no different than the 'Kill the Umpire’ guy, who probably 
gets rid of inner frustrations with such epithets. Nothing more! 
Come off it, Ann. Wargames are played because they are fun. Read into it 
what you like, but if those who attended “Origins I1* last July ere any 
indication, the typical wergamer is as well-adjusted a person as you 
could meet.” 


wih: It was fun - after the large women/wargaming part in E 10/11 ~ to 
which at about 10% of our readers contributed - I got exactly the same 
amount of letters applauding this discussion as the one complaining about 
this waste of space (but I hope the latter could include those wasted pa- 
ges in the 2U-extra pages you get in a double-numbered issues: just throw 
them away...) a 

A lot of our readers are in an age where women - as wifes or friends - 
play a rather important role in their lifes, sometimes in a more or less 
aggressive concurrence to their involvement with our hobby. This may ex- 
plain why - for a lot of us, at least - the remarks of "Ann" got such an 
importance. 

Tom is "amused at. the dead seriousness” cur "readers philosephize about 
wargamers". We must not forget that the readership of E doesn't reflect 
the average wargamer: a lot of E's subscribez are publishers, designers, 
reviewers, CoSim-veterans, etc, i.s. people who devote (some as club of- 
ficers toa) much more time to our hobby than the average player ~ too 
much maybe? Especially for them - but maybe for others too ~ it is im- 
portant to find out as much as possible about the phconomena "wargamer", 
an order to get to know and understend themselves, and to make it under-~ 
standable to others,too. 

To play games is fun ~ but it is a very serious occupation too. But that 
is another story. 


HERMAN VOS (NL): "I have tried to join the choir of amateur sociologists, 
psychiatrists, ethologists, who are confiscating several pages of E. But 
I found myself lost in discussing the truth of generalizations and hypo- 
theses, of which truth is only claimed by some people but never prooved. 
fhe criticism of Christopher MacLachlan seems to me decisive. I would be 
happy, when you stopped devoting the costly pages of E to such peculiar 
(nonsensical) subjects as guilt-feelings, women (though, women aren't 
nonsensical at all, of course, but the sociological/psychological ques- 
tion of the why-net-women/wargaming), violence, and race in relation to 
wargames. Not that I would hide for these subjects, but a scientist 
would feel extremely reluctant to discuss psychological and sociological 
matters in such a oversimplificated way, no datas, no standards, no me- 
thodalagy, nothing but a little common (non)sense remarks. You are ope- 
ning your pages for an endless talk (...)" ({wih: Most of us have to mas-~ 
ter their life as amateurs, with their common (non)sense...)). 
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FILTHY LANGUAGE 


DAVE WATTS (UK): "I don't like the filthy language of Jim Dunnigan (E£ 10/ 
11,777.78) and Terry Hardy (p 96). I don't think you should quote such peop- 
le if they use language like that; it will do more than anything else to 
give the hobby a bad name. If such people can't speak without using words 
like that, they should shut up and let more intelligent people talk about 
the hobby instead.- I'd already noticed that those two I mentioned could 
not write grammatical English anyway, unlike the rest of your contribu-~ 
tors." 

CHARLES VASEY (UK): "The last piece in the last E was interesting, but so 
were Hitler's last words, but the egotistical ramblings of many of the de- 
signers not ta mention Dunnigans language, which was both foul and mea- 
ningless, did sound a bit like the late Adolf Hitler.” 

(NB: The reprint of Jack Greene's interviews in "PF/Campaign" 71,13 gave 
the same wording. Now, it could be said, that it was spoken ~ not written - 
language, but maybe that doesn't help much. wilh). 

(Cf a similar discussion in “Poictesme" 19 sqq.) 
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NEQ-N&AZISM -— AND THE "WURZBURG" SCANDAL 


KENNETH PARSONS (USA) wrote an ‘open letter! to "The General" which he 
sent me for publication in £3; though I don't agree with all his points - 
but with some I do - here at is: "Dear Sir, I must compliment you and 

ur staff members on the professional job done in recent issues.- On the 
rebound though, I must also say something in regard to Avalon Hill's al- 
most incessant abuse of Germanic Symbolism within conflict simulatinans as 
a pretext to gain success in the gaming market of the United States.- 

Make no mistake, Sir, I am extremely serious over this matter. Why do Na- 
zi German AFV's appear on both ef your WWII tactical armoured warfare ga- 
mes? More so, why do these two games have German termed titles? Perhaps 
you can explain the naming of your WWII European strategic game as "Third 
Reich"; or the artwork stroked upon your WWII operational game, “France 
1940"3; or the title of your WWII game conveniently named"Afrika Korps"? 
May I be so bold as to insinuate that your scholars of conflict saimulatio- 
ning are openly advocating neo-nazism? 

Having just last week ((written in Nov75)) received the latest issue of 
"The General", I opened to see a holiday advertisement included. Within I 
read: "...not a creature was stirring, not even the Sth Panzer Division..." 
THE STH PANZER DIVISION? 

Qu'est-ce que c'est, messieurs? I beg your pardon, gentlemen, but I shall 
have no part in an exodus glorifying any degree of facism, nor in the 
building of Nazi Germany's military and technological strengths, tactical 
or strategic, into an immortal legend of organism. Being as ashamed as I 
am at this time for still being associated with the Avalon Hill Company, 
I hereby request my subscription to "The General” be terminated as of 
11/20/75. I also desire my remaining financial investment be employed by 
the AH staff to begin a quest of enlightenment by obtaining a copy of 
Franz Neumann's "Behemoth", a study in the structure and practice of na- 
tional socialism. I feel gravely that the crypto-fantasy of the Thard 
Reich, Waffen-SS, Panzer-Kampfgruppe, Jagdpanther, etc created in the 
last two decades must be suppressed. I therefore must stress the imper- 
tance of this, for we as active users of the conflict simulation must 
openly display what we are advocating, rather than the surrealism a grew- 
ing populace seems to see. Comprenez-vous?" 


c< 
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wlh: Just as a fact I may add here: the covers of several game-boxes, and 
especially those of AH-games, really seem to be a problem for the shop- 
owners interested to sell CoSims here ~ and another argument for those, 
who (by this or other reasons) do not want to sell these games. And: So- 
me Americans might be mildly amused abouth the Sth-Pz-Div ad. We are not 
amused. I am shocked. Don't forget: an increasing number of Europeans 

get to read and see your zines, games, etc. We can't joke on Nazism. 
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wargames CoSims here, etc etc. 

What happened? Last year, at Frankfurt's (very important) Book Fair (Bueh- 
meese) » SPI showed some of their games, ancluding the "Modern Battles 
Quad" with the game "Wiirzburg". No press conference, no special informa- 
tion sheets, etc prepared people to these innovative (for our market) ga~ 
mes; there was no attempt to explain our games, our hobby as we under- 
stand it. Therefore, it happened what had to happen: journalists and po- 
liticians heavily and very loudly critizised these games, especially the 
"Wurzburg" game. Of course, this was a cheap kind of journalism and cheap 
fishing for voters' support by the politicians - since abviously none of 
them tried to get really informed - but wasn't this to expect? 

In the illustrated weekly.magazine “Der Stern" (with a circulation of 
much more than 1 million)* a lot of other newspapers the games got criti- 
zised - titles were like "Atomic War under the Christmas-tree"; the popu- 
lation araund and in Wurzburg got especially excited (Wiirzburg was one of 
the most damaged towns in WWII); sentences from the “Game Notes" got quae- 
ted (like: "This is a meeting engagement (...) that rapidly turns into 

a slugfest in the city of Wurzburg"); SPI got accused of abusing the fee- 
lings and memories of the population of Wiirzburg and of extreme tactless~ 
ness, etc, etc. 

Not enough with that: a CDU-politician (member of the German parliament) 
protested loudly; the Lord Major of Wlirzburg, member of the SPD, alarmed 
the district attorney (§ 131: glorification and simplification of acts of 
violence, and crudelity), the NATO was forced to declare that it is not 
planed to use atomic weapons in the Wurzburg area... SPI apologised in a 
letter to the Lord Majer of Wurzburg (tut cf the comment made in "S&T" 
ay maght proof that SPI still didn't understand what really hap- 
pened). 

OF course, "meanwhile, the publisher began receiving many inquiries from 
private citizens asking where they could get copies'+ that is the normal 
consequence of scandals, it is one possible way to make some money —- but 
iS ‘the best method to start a hobby - especially such a hobby and espe- 
cially in an area where a lot of attacks (warmongers, nazis, militarists, 
etc) were to expect anyway? With such a start can we ever complain about 
the image of our hobby? Can we even admit that we too are fans of this 
hobby? And: I know of several potential game-sellers who now are reluc- 
tant to include CoSims in their program. Also: we might have had a chan- 
ce to show CoSims in a German TV program dealing with adult-games - but 
not now anymore. 

What a good start for our hobby here - and this despite the fact that 

SPI was well informed about the special problems which might (and did) 
occur here. Considering how easy it would have been to avoid all or most 
af this... it's a shame. 


(Cf my comments in "Bumm" 9,27 (Oct79) and in "Joker" 1,16 (Jan76) (where 
I tried to defend CoSims etc and to explain how we understand the habby 
and the games.)(Also, one of ther German "Bumm"- and —E readers, Ernst- 
Jurgen Ridder, wrote a letter defending our hobby, which got published 


in one of the newspapers which accused SPI before.) 


TOM OLESON: "I think we wargamers tend to forget that the average person 
may not view with detachment games dealing with the loss af life and des- 
truction, regardless of our calling it ‘cosim'. This all the more so 
among those who have suffered war. How much better it would have been to 
introduce games from another period, which could profit from the patina 
of history ~ or naval games." 


MICHEL LIESNARD (B) interviewed several owners of games-shops who ex- 
plained why they don't intend to sell CoSims; cf in & 14, probably. 
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A_THIRD EUROPEAN CoSim/DIPPY CON? or EURO-CON 76: FRANKFURT, OCTOBER 76 


1) I think it is up to me (as publisher of "Europa", "Bumm", and "Joker", 
i.e. the three three European zines with the biggest circulation in their 
category) to get the organization of a third Euro-Con started. Also, Mi- 
chel Liesnard, organizer of the first two Cons (both in Brussels) asked 
me to do so. 


2) In my opinion, this third Con should be situated more in the centre of 


9 


Europe (and of the European CoSim/Dippy fandom). 

3) OF the postal Dippy players (ca 65), 30 live in Germany, the rest in 
France (10), Italy (8), in Scandinavian countries (4), 4 each in Belgium 
and Switzerland, and 2 eech in Austria and the Netherlands. In the next 
Few months, it is very probable that the number of German players still 
increases. 

4) A large group of CoSim players (ca 70) live in Sweden, a few in other 
Scandinavian countries. Smaller groups (a dozen players and less) in the 
Netherlands, Belgium, Switzerland, Italy - and maybe France (the French 
players up to now did not show much interest to get in contact with us, 
so they are more or less incommunicado). The main group, again, lives in 
Germany, where also a lot of American/Canadian wargamers are based. All 
in all, I suppose, that some hundred CoSim-players are living in Europe, 
counting only those who could get reached by the European Dippy/CoSim-zi- 
nes and by the additional addresses which I have in my files. 

5) The Third European CoSim/Dippy Con therefore would be best in the si- 
tuated in the Frankfurt area; a realtively large group of players lives 
there anyway ~ for most of the other players Frankfurt is nearer than e. 
g. Brussels or the Netherlands, and for the Scandinavian (read: Swedish) 
group maybe most of places are too far away in any case. 

6) Some players (Dippy- and CoSim-novices, though) in the Frankfurt area 
are prepared ta organize an EuroCon; of course, for some special tasks 
they would need the cooperation. of some of you, who have more Con- and 
more CoSim/Dippy-experience than they have. 
7) We therefore shall have two organizational committees: one the organi- 
zational committee in Frankfurt (up to now: Karlheinz Miller, Bernhard 
Broschart, Eberhard von Staden), the other an advisory committee which 
still has to get founded (if you. are interested, please contact me soon). 


8) I hope you will agree, that this Con should be a modest Con, i.e. ac- 
commodations should be rather cheap than representative, etc. 

9) A place should get found wehere it is possible te play Saturday after- 
noon AND evening, Sunday morning and afternoon. 

10) The playing-time must not get interrupted by commercial reasons, li- 
ke auctions, etc.; if possible, a separated room should be found for peop~ 
le interested to sell games, miniatures, zines or whatsocver. 

11) I'm not very sure whether there is a real interest that there also 

are championships in Diplomacy, CoSim, miniatures. If so, you should let 
us know now. : 

12) If a CoSim-championship should get organized, we should know whether 
again "Napoleon at Waterloo” would be the appropriate game - or whether 
another game (which one?) should get chosen. 


13) This Con will be held either on the first or second October weekend. 
14) To organize it, it would be very important to know NOW how many of 

you would be interested in it and would very probably attend; it is impos- 
Sible to organize a Con, if you don't know whether there will be 30, or 

70 (as in Brussels 1975), or 150, or even more participants. _ 


15) Therefore, please, inform the Con-committee (Karlheinz Muller, Ger- 
lachstr 29 d, D-623 Frankfurt-Hichst 80, BRD) NOW: a) that you are inte- 
rested to come, b) how sure you’ are that this means that you really will 
attend, c) interest in a championship, d) would you need a hotel accomo-— 
dation, e) how could you support/cooperate/help to organize the Con. 

16) May I ask the other European zines to spread this out? Thank you. 


be hn ee Be Se ie eet ce tenet es CLUBS, CAPS_BIOS 
JOHN LEEDER, Canadian, age 32, married, two children, one cat. University 
dropout (math & physics, Toronto); former French teacher, at present not 
gainfully employed but working (?) as writer, banjo-player, housekeeper 
(i.e. my wife works). My main wargaming interest is Diplomacy; I occasio- 
nally dabble in other games but not to any great extent. Other interests: 
wilderness travel (canoe in summer, snowshoe in winter); folk music; ex- 
tensive reading, especially in history and science fiction.-- John is 
member of the TDA-council, IDA-Ombudsman, publisher of the oldest Cana- 
dian Dippy-zines, "Runestone". 


MASSIMO GALLUZZI, Tortona (Italy), Italian, age 26, single, gynaecologist 
physician; languages: Italian, French, English, Latin and... Ancient 
Greek.- Hobbies: Archeology, History, Stamps, Books, Hi-Fi, and wargames, 
of course. Level of play: little more than beginner.- I dislike modern 
battles; I am very interested in ancient, dark ages, and Napoleonic games. 
Games: Bulge; Armageddon, Borodino, Grenadier, NAW, NapQuad, Prestags, 
RenInf, 6th Fleet, Sniper, Austerlitz; Waterloo; Siege.~ Diplomacy. 


MIKE PATTERSON, American living in the BRD. I'm married with 3 children 

-((ane born with Mike's assistance on the German Autobahn some weeks aga)), 
27 years old, specialist 6 in the US army; I've been into wargaming off 
and on since 1969; I have approximately 45 CoSims (I lost count}, mostly 
by SPI. I've been stationed in West Germany for two years and speak Eng- 
lish (sometimes), German, Russian and North Viet Namese. I like contem- 
porary war games best (i.e. WWII and forward) on a tactical or smaller 
level. I like designing my own scenarios for games and would probably gi- 
ve my Little toe to work for a chance to work for SPI.-~ Mike is statio- 
ned in Bad Sooden Allendorf, but his unit will get moved into the Augs- 
burg area in these days. 


HERMAN VOS, Dutch, living in Groningen (Holland), age 26, married. I have 
spend six years studying philosophy and educational psychology. Before 
the end of 1976 I hope to graduate. My interests are: history, (world) 
politics, social sciences and reading, reading, reading. I discovered 
wargaming only a year ago, and immediately liked it, because of the game 
aspect as well as because of the historical backgrounds of the games. 
Most of all I like the tactical games. That is, at the moment, as I have 
only secn a little of what's going on in wargaming. 


FRED G HELFFERICH, living in Houston (Texas): I am an oddity among you 
youngsters, 52 years of age, chemist and engineer, and veteran of the cam- 
paigns in Russia and Italy (with the German Army).-- Fred publishes the 
"Barbarossa Bulletin", described in the Barbarossa-Ops-é-Info-part of 

this issue. By the way: his brother-in-law lives in Basel, some blocks 
from where I live; when Fred was here for a visit, he could have visited 
me too, but didn't know of my existence: he suggests to paint wargamers' 
houses lila, so that we could easily spot each other... (And, the world 
really is small: a daughter of this brother-in-law is in a class which 
gets taught by my wife...). 


CLUBS 


DUTCH CoSum ASSOCIATION has. been founded by Arie de Leeuw, Marcus Boon, 
Eugene van Wijk, and Rian van Meeteren (Karel Doormanlaan 52, Destgeest, 
Holland); most activities will center in Utrecht. 


CoSim SWEDEN (Torbjdérn Alm, Tranholmsvagen 3, S-170 10 Ekero, Sverige) 
is well and very alive and has already reached 70+ members. They also 
publish their own zine "CSS—-News" (in Swedish)(Christer Holm, Finninge- 
vagen 53 A, S-152 O00 Strangnas, Sverige) with news, reviews, and some 
Swedish scenarios to CoSims. A very interesting and active group, show- 
ing with its fast growth the CoSim-potential Europe has, IF somebody ca- 
ves and works for to get things organized. 


BRUSSELS, BELGIUM has an active club, too: "War Games" (Joseph vanden 
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Borre, rue du Bonheur 14, B-1070 Bruxelles); Joseph published two issues 
of his zinc "Gettysburg" (in French) up to now (26 pages + 15 pages maps: 
issue 2 is devoted to the publication of the game "Ostfront 41", designed 
by Robert Garbisch, an interesting-looking amateur game). He also will or- 
ganize Brussels Simulation.Con, April 24/25 1976, 80 rue de Douvres, 
B-1070 Brussels (FrsB 100 participation fee, if payed before April lst). 
(And, I'm not quite sure, whether actually Joseph has one or two CoSim 
clubs, or one with two names: sometimes he also speaks of the CoSim club 
"Gettysburg"). 


A, D, CH: the German speaking countries are not (yet organized, but 

most of the German speaking CoSim-players (well, let say: a lot of them) 
are readers of one (or several) of my zines: "Europa", "Bumm" (German/Eng~ 
lish, Diplomacy), "Joker" (German; little brother of E}). Some of them, 
the Dippy-players, are members of IDA-CER (Int Dip Assn, Cont Eur Region), 
with members from A, B, F, G, NL, 5S, CH. A second Mini-Con will be held 
{in-our apartment, i.e- on a semi-private base) in Basel (early April); 
since Frankfurt is as well the geographical center of Europe's CoSim and 
Dippy fandom as also has a relatively strong group of players, we shall 


organize the 3rd European CoSim & Dippy Con in Frankfurt; cf special ar- 


ticle about this in this issue of E. . 
- US/CANADIAN BASE CLUB: For US/Canadian soldiers stationned in Germany 
‘(or Europe?). Info: John Mansfield, PO Box 830, CFPO 5056, D-757 Baden- 


Baden 1, BRD.- John also publishes the bi-. weekly "Signal" informing 
about game-news, zine-news, miniatures-news, movies, etc. 


HELP COLUMN 


PBM/FTF-PARTNERS: Through the above addresses you may find Swedish, Dutch, 
Belgium, German speaking partners; "Europa" and Joker” wilt ales neice 

you vo do .sa, ‘by theirs 'tel Columns!, free of charge. 

(Mainly) British partners you wall find in AHIKS (Secretary: Alan Youde, 

5 Vallance Rd, Wood Green, London N22, UK); 43 (if paid before April tet), 
¥3.50 later; includes subscription to "Ahiks European Newsletter". Some 
of its members are Don Turnbull ("Albion"), Tony Jones, Ralph Vickers 
(both known by their E-articles), not to forget Tom Oleson, oh, and yours 
truly. 

Nennee of the British NGC (National Games Club) will find CoSim-partners 
in "Battleground"* (Nicky Palmer, Lehwaldsvej 3, 8g, DK-2800 Lyngby, Dan- 
mark). Annual: %1.10 first year, 60p afterwards; arrangement of a game: 
25p per game, refundable deposit 50p, subseription “Victor Ludorum/Batt- 
leground" (BG is a part, ca 6 pages, of VL)(and VL is NGC's house-zine, 
mainly on Dippy) 25p per issue, i.e. Ca %2.50 per year (might be raised), 


Not to forget the "Opponents Wanted" column in !The Generali", AH's house 


zine (4517 Harford Rd, Baltimore, Md 21214, USA)(6/%7.50, 12/212.-). Op- 
ponent Wanted Ads: 254. 150-300 opponents! addresses (mainly US yet) per 


issue. *) Re: "BG": BGs drop-out rate is very low; and: 60+ members: 


FOR SALE: Ex Candition: Guadalcanal ($15), Anzie, orig (680), 1914 CALS), 
Lemans, orig (86); good Condition: Jutland, orig (39); fair Cond: U-Boat 
(410). And, his original, self-designed Wacht am Rhein, to the highest 
bidder.- Kenneth S Parsons, 4105 Monterey Dr, Racine, WI 53402, USA.- 
PBM: Kenny Parsons also is seeking an opponent to play "Napoleon at Wa- 
terloo", basic game. 


FOR SALE: Crimea (434+), Hue, El Alamein, Foxbat & Phantom, Dark Ages (un- 
boxed, ca ¥W1t), Centurion, Renaissance of Inf (unmounted counters): ¥i; 
Panzerblitz (minus 1 counter) ~2+, Waterloo ~it.- One AH or two other 
games exchanged for Desert War, Marne, 1918, WW2, Verdun.- Roger. Sandell, 
133 Cherry Tree Rd, Beaconsfield, Bucks, UK. 

(He also sells, of course, his "English Civil War" game; cf News-part). 
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WANTED: 1829, Extinction, Richthofen's War, C&0/B&0, Spanish Civ War, Sy- 
ria, Nowsville 1980, Tarawa, Zeppelin, Jagdpanther 1-9 {incl games); 

IN EXCHANGE FOR: Guadalcanal, Chicago/Goeben, Tac 14, Grunt, Strategy I, 
Leipzig (lst Ed), Lost Battles, Combat Command, Dark Ages, Confrontation, 
Armageddon, Year of the Rat, Combined Arms, Op Market Garden, PBI, Shiloh 
(3rd Mill).- Also for sale or swap: Roger Cormier's Trafalgar - but it 
will cost. Dennis Wilson, 15 Chester Way, Boston, Lincs, UK. 


WANTED: Conflict's 1 and 2, in any condition, also game Minuteman from 
Conflict 2. Will trade my own mint-conditioned Combined Arms & S&T for 
part cf price, if desired. Sandy Eisen, al3 Harvey Court, Caius College, 
Cambridge, UK. 


D&D FANS SWEDEN (or other place) seeked by Mikael Birjesson, Vaxelmynts- 
gatan 1LOF, S~41483 Géteborg, Sweden. 


SALES CONTACTS: If you know someone in Europe who would like to earn a 
lot of respect and appreciation (and a very small amount of money) by se- 
curing European games and miniatures for a hobby shop here, let me know. 
Dr Stephen M Tymeson, 92-608 Aoloko St, Ewa Beach, Hawaii 06706, USA. 


BACK ISSUES E: I shall try to make some more back-issues of E 3-11 availab- 
le soon; I shall have to reprint some missing pages, mostly. In the moment, 
no back-issues available of most of the back-issues... sorry. 


WANTED: Culin, Games of the Orient, original or xeroxed copy. Ferdinand 
Heger, Raasdorferstr 28-30, A-22B5 Leopoldsdorf, Austria. 


TO SELL: Excellent Condition: Kampfpanzer, Sinai, Tank exp, WW3 (ea 45/ 
DM 12.50), Op Olympic, Year of the Rat (ea 44/DM 10), Wolfpack, 1944 (ea 
%2/DM 5, unboxed); Good Condition: Barbarossa (%4/DM 10), Grenadier, 1812 
(ea 23/DM 7.50); plus postage.- Free, plus postage: The General VII/1-6; 
Hist of the 2nd WW, Parts 21 & 22.- Bob Morstein-Marx, Heidelbergstr 91, 
D~6909 Walldorf, BRD. 


INFO KONIGSGRATZ: Bavarian army, Saxon army (especially cavalry), makeup 
of the Austrian field brigades, Bavarian and Saxon colors, Austrian co- 
lors too, good cover art on the Seven Weeks War, etc: Jack Greene, ¢ Hay- 
lock Ct 102, Baltimore, Maryld 21236, USA. (Cf also in his column). 


WANTED: Back issues Albion 1-30; Ralph Morton, 173 Irving Ave, Ottawa, Un- 
tarto: KEY 46, Canada. 


WANTED: Panzerfaust 1-52, 54, 57; D-Elim 1 sqq; Tactics & Variants 1 sqq;3 
Int Wargamer 1 sqq; MGR 1-11; The K vol I-V, and VI/1-2,5 sqq, VII/2.5sqq, 
VIII/2 sqq, IX/4 (if there was one); 5&7T supplement (bibliogr); The Big 
Sax Chisel )p- Albten 20. -2he= (2 Ym no# 4£§ pay any excessive collector's pri- 
zes, but am willing to pay for postage and to extend the E-subs according- 
ly. Also accept bad condition (or - cheap ~ xeroxes): I need it for. my 
E-bibliographies/files etc.- wih. (Gus, might you send me the xeroxes of 
Albion 20, 212). 


MICHICON V, June 11-13, University of Detroit. Info: Bill Somers, 1654 
Chandler, Kineoln Park; Mach 48146, USA; 

ZINES: ADDRESSES 

Zines reviews will be given in one of the next two issues of E (cf E 6-8); 
addresses of quoted zines (which are not yet given before): Am Warg, Rod 
Burr, 13 Grove St 8, Boston, Mass 02114, US; Favorite/Wg Inf/Supernova: 
Flying Buffalo, POB 1467, Scottsdale, AZ 85252, US; Gamesletter: Doan Mil- 
ler, 12315 Judson Rd, Wheaton, MD 20906, US; Guide: George Phillies, 910 
Tenth St, Apt B, Santa Monica, CA 90403, US; Jagdpanthber: JP Pubs, Box 
3056, Amarillo, TX 79106, US; The K: Pete Menconi, 4334 E Indianola Ave, 
Phoenix, AZ 85018, US; MGR: Len Scensny, 734 Lawnview Ct, lochester, Mich 
48063, US; PF/Campaign: D Lowry, Box 896, Fallbrook, CA 92028, US ; Wals 
Digest: Mc Coy, 2158 Allen Blvd, Middleton, Wis 5362, US; more info soon. 
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WELTKRIEG/1914: "There is a game called 'Weltkrieg! which has been publi- 
shed by David Chaffetz. It gives a map of the whole Eastern Front in 1914 
and employs the same rules and time schedule as AH's '1914'. The two games 
can be played together. It also gives the possibility to explore the ‘1914! 
system without a stiff wall of units because the area is much bigger in 
relation to the amount of units available." (RIAN “’AN MEETEREN) 

Has somebody (Rian? Tom?) some more info on this game/variant? Is it still 
available? 


IRONSIDE GAMES: “English Civil War' is the first product of Ironside Ga-~- 
mes. A few notes on who we are and what we seek to do. Ironside Games is 
Hartley Patterson and me. We are bringing this one out to. test the market 
and will bring aut others if the respanse merits it. Our main areas of 
interest lie in the periods that have been neglected by the major game 
producers, specifically the pre 1700 era and World War I. As far as peri- 
ods like WWII and the American Civil War go anything we could produce 
would probably merely end up an inferior version of the praducts of the 
‘major companies. However the obscure periods are still wide open for new 
ideas." (ROGER SANDELL) 

Yes, Hartley Patterson is publisher of "News from Bree" (SF/F - maybe de~ 
funct, since I didn't see any later issue than 14, March 75) and has pu-~ 
blished the now folded "War Bulletin" (Dippy). All the luck for their ad- 
venture; we certainly can need some such efforts. I'd like to get some 
reviews and opinions on their new game, here follows a mini-description: 


ENGLISH CIVIL WAR: (Ironside Games, Roger Sandell, 133 Cherry Tree Rd, 
Beaconsfield, Bucks, UK)(UK/Europe: #2.25, US-sea: $5, US=air: Bh). 

Map: Southern England ("Kingmaker"-area), pro-printed, blue on white, 
areas (cf SPI's "American Rev"); small drawback: the map crumples easily; 
Counters: 8 types, in 4 different colours; not die-cut, but pro-printed, 
on relatively thin stiff card. Rules booklet: type-written offset, li pa- 
ges and a nice cover. Tactical Charts (left, centre, right) and Time Re- 
cord and Tables sheet are on normal paper. Physically, the game is much 
better as the usual emateur-game, though of course inferior to the pro- 
editions of the big companies (which is reflected in the low price).- 
A 2-players game (Royalists vs Parliementary/Scots), starting in 1642, 
ending in 1645 (8 combat-months and a winter turn, each year). Movement 

is phased in Allocation, Defensive Combat, Movement, Offensive Combat; 
sections of the Combat Phase are: Decision, Probe, Deployment, Cavalry 
Combat and Control, Combined Central Battle Section, Retroat; Commander 
units stacked with units may add the percentage of their points value; 
sieges will occur against towns (including a 'Honours of War' rule); Sea 
Movement also is part of the game. Some optional rules can be used to 

play ‘alternative scenarios’. An Errata Sheet/Clarifications is added too. 
Since I didn't play the game yet, I can't judge it - but it looks interes- 
ting and well made. (wih). 


MADAME GUILLOTINE: "A group called 'Gametesters'’ heve brought out this 
game, a 2-6 player simulation of the struggle for power in revolutionary 
France. The format is rather like 'Origins of WWII’ an that the players 
who vepresent various politicans place strength points in different are~ 
as and attempt to establish control by eliminating those of their oppo- 
nents. However the areas represent not different nations but different 
sections of society such as the aristocracy, press, lower classes and na- 
tional assembly. Control of some area gains extra privileges. The con 
troller of the lower classes gains the support of the mob and the con- 
troller of the assembly can call out the National Guard and in some cir- 
cumstances execute other players. An interesting aspect of the game is 
that certain actions (calling out the National Guard, exccuting other 
players) incur unpopularity points and once a player has reached a cer- 
tain level of unpopularity he is out of the game. There's certainly enor- 
mous scope for intrigue if there are a lot of players.- Game equipment 

is a set of duplicated rules and a simple card playing board. Players | 
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must supply their own counters ('Origins' counters are ideal, counters 

from 'Frederick the Great' are quite good too, since they have numerical 
values and are several different colours). The cost is 75p from Games Work- 
shop, 15 Bolingbroke Rd, London W14, UK." (ROGER SANDELL) 


ANCTENT CONQUEST: "I bought this game because of an attractive solicita- 
tion I received, with a sample unit counter. Altho a handsome piece of 
work, I defintely do mot think it is worth £12 in comparison to games avai- 
lable from the better-known firms. I would buy it only if you buy every- 
thing, or the era interests you (1500-600 BC). In the letter case, this 
game is unique, to my knowledge. There are tactical games on this era, but 
this is the only strategic ('division'-level) game. The box is sturdy and 
colorful. The 24x18" map covers the areca from the Nile Delta to the Per- 
Sian Gulf, the SW corner of the Caspian Sea to what is today southern Tur- 
key. It is attractively done in off-white, black, blue, and red, but the 
paper is relatively light (no board), and unless the map is mounted by 
the buyer, it should wear out quickly. 
‘There are nearly 200 neatly-done unit counters in 5 colors, including se- 
veral wargaming firsts: e Goliath counter for the Philistines, and a David 
counter for the Jews, of course. There is also a god, and a goddess coun- 
ter, as well as several wife counters. These are valued 0-10, so we can 
be sure that Jack Greene will never play this game! As this might indica- 
te, the rules af the game are a bit non-standard: you don't attack your 
enemies, you smite them. Evil omens may also befall the participants, 
such as 'An empire may fall sey the gods of Baal'. 
' But don't get the impression that the game is a joke, because I don't 
think that it is: just somewhat light-hearted, which may not be a bad 
thing. 
AC is designed as a multi-player game, at least four, which is also unu- 
sual. This, too, reduces its appeal, es does the length: six hours or mo- 
re. 
There are four large stiff-paper charts, and a 7? page rules booklet, 
which I daresay will be followed by a page or two of errata in short or- 
der. 
My friend Mark Saha has been criticized for liking too many games. So do 
IT. Few games being published these days are bad. Even among probably qui- 
te small enterprises such as this, a high professional standard is achie- 
ved, BUT, should you buy it? One hates to say 'no', realizing the labor 
of love that a game as this represents, but for the wargamer with a bud- 
get to worry about (nearly all of us), a game such as this probably must 
be passed by with regret." (TOM OLESON) 
Excalibre Games, POR 29171, Brooklyn Centre, Minn 55429, USA; 11.95 & 
- postage.- 
Mare info on AC: In "Wg Inf" 10,3 an anomyous review, in 12,3 an article 
"Ancient Céinquest Strategies" by Dennis O'Leary, designer of the game; 
the game is available by Flying Buffalo (publisher of "Wg Inf", too).- In 
"MGR" 17,4 an extensive review by Len Scensny, and "Making Ancient Con- 
sceet" by Dennis O'Leary 17,8; cf also MGR 16,17 ~- a mini-description.- 
S&T 54,17 a Richard-Berg-Briefing.- "PF/Camp" 71,43 a more extensive des~ 
cription.--~ Sounds interesting, probably fun, maybe too expensive; wilh. 
VENERABLE DESTRUCTION will be their next release; “the first funny board 
game ever released - it’s fantasy paredy” (as per "Signal" 95,1)... 


NUMBERS: "S&T" 54,22 reports "Wargames Sales: Jan-Dec 1975": SPI 385000 
(including 162000 S&T games), AH 295000 (estimated), GDW 25000, Rand 
15000, CGC 8000, Battleline 3300, Others 15000 (estimated), which makes 
for a total of 746300 games sold, and a total sales at the retail level 
of $ 5-6 million. (Interesting, by the way, that the S&T games are only 
162000 and not 286100 as the circulation, given in S&T's impressum; does 


this mean: 24100 unsold S&Ts?).- For a change: I figured out, how many 


pages I published up to now: E O-ll: 474, B 1-13:306, J 1: 38 = 818 plus 


the (yet) unknown amount of pages of this issue of £3 43+ pages per month. 
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STRIKE FORCE ONE: "Free introductory game from SPI. About two years ago, 
SP. came out with 'Napoleon at Waterloo' (NAW), a simplified geme expres~ 
ely intended for newcomers to the hobby. As a game, it and its expansion 
kit were a modest success; as an introduction, a failure: not simple 
enough! A few months ago SPI mentioned that they would publish an even 
simpler game, and now we have it. I enthusiastically applaud their effort 
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hey will publish an Errata-Sheet 
ex important aspect of the hobby... 
and is a section from 'Mech War 77'. 
companies, and victory is determi- 
town hexes on the map. Each unit 
ement factor of 4. There are semi- 
being voluntary. A few impassable 
ain features (towns do not double 
Instructions are thorough, simple 
n ae complete sample game included. 
ent for the novice, who can now 
es. Optional rules include stacking, 
f a simple combat differential tab- 
ble. This is a very much needed in- 
to avoid the situation where a no- 
obby before he gives it a chance." 


u may either request copies your- 

eone you feel would be interested 

st feedback "from people who had 
if at all, in the past" showed 

ly play the game and over half we- 

ated games. This 'new gamer! group 

nd young gamers between the ages 

h to make numerous suggestions. It 
and update the game as it is re- 

s not for sale, but is available 


upon request, preferably with an order (which makes it cheaper for us)." 


BLUE & GREY Il: “I just ((that was in 
AND LEE for the "Blue & Grey II" Quads 
(which, in its basic quads form, is th 


Oct;. wih)) finished work on HOOKER 
; the kicker here is that H&L 
e battle of Chancellorsville, or, 


to be exact, the portion of the battle that was fought in and around 


Chancellorsville, excluding the holdin 
burg) - anyway, the kicker with H&L is 
LORSVILLE option: all you need is the 


g action to the east at Fredericks~ 
that it contains a GRAND CHANCEL-~ 
map from the "Fredericksburg" quad 


(also in B&G Il); all additional counters necessary are provided with 
the H&L counter-mix. The maps jut together exactly (THAT took no little 


amount of work!) and you can play out 


the entire Chancellorsville cam- 


paign (or the part that ran from April 30 to May 3 to be. exaet) an the 
huge two map surface. In addition, the rules for "Grand Chancellorsvil- 
le" are much more elaborate than the normal "B&G" game: they include 
command control problems, strategic movement (which includes increasing 
cavalry movement to 12, unless they fight dismounted), leaders with 


good but simple leadership rules (all 


corps and divisional commanders 


are in) that include killing them!, plus cavalry retreat before combat 


and some other optionals. Playtesters 


liked it - enjoyed the.fact that 


it played the whole board and that both sides had many strategical op- 
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options. I enjoyed doing it - which means it should be fun (with no gua- 
rantees of course)." (RICHARD BERG) 

"Blue & Grey JI" is available for $12, individual folio games for 35 
(Fredericksburg, Hooker and Lee, Chattanooga, Battle of the Wilderness); 
only one (mini-)review seen up to now: "The K" XI/1,4: "Overall, 3&G II 
rates higher than its counterpart in play balance which, in my opinion, 
is the only real drawback to the first four. Only Fredericksburg (quite 
realistically) is a mismatch." (Dave Turansky)."An applaudable effort".- 
Azout "Wilderness" cf note in —& 10/11,83.~ An "After Action Report" (‘re- 
lationship between the historical content of a simulation game and the ac- 
tual historical event") is given in "S&T" 54,23, 


BATTLE FOR GERMANY: "A rather uncomplicated game. It is rather fast and 
very Simple to learn. I have so far tried "Red Star/White Star" scenario 
and the "Collapse in the East" scenario. The victory conditions are some- 
what unclear. When playing the RSWS-scenario, one wonders how much George 
Patton really knew about the Red Army. There are a lat of red units, and 
some of them, 8=20-3, are very hard to knock out. Of course, if the US 
player is able to build up a nice attack, where, for axample, he has sur- 
rounded Berlin, containing such a unit and attacking with 1:1, he can be 
damned sure to throw a one, getting the worst result - exchange. So did 
I. The Collapse-scenario is different. The Red Army Ph re has a compact 
Front. It works like a steam roller. However, the Russian units are main- 
ly infantry and thus very slow, and it is possible for the German player 
to carefully retreat out of reach of the largest units. The game is over 
in six game turns; only a few units and a small map, can easily be played 
together with another game." (TORPJORN ALM). 

"T was not impressed with ‘Battle for Germany! - rather a dull game than 
an absolut bomb, but then perhaps we are becoming too particular. I must 
confess to being a game collector, one of the 200 a year men. It takes 

a really magnificent game to excite me these days." (TAS RYRIE). 

Cf "moves" 23,10: "Labor Pains: The Birth Cycle of a Game; The Design, 
Development and Production of ‘Battle for Germany'" (by Lewis Ritter); 
review in "The K" XI/1,2: "Nothing exciting here (...) PBM, solo good. 
B=" (Richard Berg).~ Another, longer, review in "Pursue & Destroy" 1/3,37, 
by Don Johnsons "the game plays easily and quickly. It is indeed a 'play- 
ex's game’ and while the hardware is austere, its design is anothes tri- 
umph for SPI's design and developament staffs. Whether for beginner or 
experienced gamer, this is a superior game." 

The game was included in "S&T" 50; I started to play it, but soon was so 
ennoyed, that I gave up, a decision which was facilitated by a sudden 
blast of wind which mixed up most of the units; I didn't try to start an- 
other game. (wilh). ; 

On the other side, it only costs $5, plus postage... 


SPI now offer: their games in zip-lock plastic bags (instead of boxes), 
too. Price-differences are: $8=%6, £10=88, #12=410, quads only £9, 415= 
$13, $20=£16, 230=%26; they also have some more expensive games, so cal- 
led “Designer's Edition" and “Collector's Edition" Games, maps mounted 

on hard board, illustrated cardboard boxes - cost $4 more than the normal 
game; a dozen title up to now available in this edition. Ask for prospec- 
tus: SPI, 44 E 23rd St, New York, NY 10010, USA, they also offer special 
prices, if you order more than three games and give a bulk order dis- 
count for orders which total $300, though the three-games offer is for 
subscribers only. 


BATTLEGAME BOOKS: Usborne Publishing published four marvellously looking 
books, each with four (simple) combat games, each 71.50. 1) The Wild West, 
2) Knights at War, 3) Galactic War, 4) World War I1 (volume 4 maybe not 
yet released ~ I only have seen 1-3 up toa now), all by Andrew McNeil who 
also invented "Kingmaker". Three comments of our readers: 

tNumber 1 deals with the American West and has some nice articles and 


pictures of the period and also four games (The Buffalo Hunters, Red 
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Clouds War, The Iron Horse, Lincoln County War) illustrating the articles. 
The games are very Simple but I'm finding them ideal for interesting my 
young son into the art of CoSim." (DENNIS WILSGN ) 

"The format is something like a children's 'S&T' wath a text on the sub- 
ject and in each book four games with cut out counters. Although for the 
most part simple most of these games definitely ‘count ag simulations. The 
one which comes nearest to the usual type of CoSim is ‘Winter War' in the 
WWII volume. This is not about the Russo-Finnish war but depicts tactical 
warfare on the Eastern front and has combat factors and a CRT as well as 
such refinements as weather and hidden movement for partisans. The stand- 
ard of production is impressive with lots of colourful illustrations and 
although not really aimed at adults, gamers could do worse than purchase 
one to give non gaming friends an idea of what its all about." (ROGER SAN- 
DELL) ee 
"They are hard-back, very well illustrated (professionally) and contain 
much solid information. I have seen "Knights at War": this issue had a 
tournament, a Siege (square grid), border raiders (which looked very goad) 
and Arsouf (a hex-grid Crusader game). In all cases except the siege the 
map is slighty three-quarter view (with perspective); this makes it look 
pretty and detracts nothing from the game. One problem: the counters come 
on blue paper - you try colouring blue paper... So you will have to make 
up your own pretty counters or use figures." (CHARLES VASEY ) 

wilh: In "The Wild West™ book, the game "Buffalo Hunters" is principially 
the same as the game "Prarie" sold by Pelikan, though there are some Tu- 
les differ-.ces, of course, both being related to the old Indian/Trapper 
game which was very well known in the end of the last century. “Red Cloud's 
War ~ maybo with some minor rules changes - is an exciting little game, 
often decided only in the very last move. “Lincoln County War" could be 
fun, but with the given rules it is a stupid game. "Tron Horse" looks in- 
teresting, and some of the ideas could be adapted to expand "Railway Ri- 
vals".- In "Knights at War" especially "Siege!" looks very attractive; 
unfortunately, here too, the game doesn't work well with the given rules, 
but since the map is so marvellous (and the subject so exciting) it's 

well worth your time to find out your own rules and create a really good 
game.~- Anyway, the price is very low for what you get: very colourful, in- 
formative illustretions, some interesting game ideas, and, I would say, 

at least one playable, quite good (though simple) game per book, and three 
others which can easily be further developed by yourself. You may get them 
through your library, or you may ask your British friends, maybe also Da- 
ve Watts will try to get them for you. 


TRAFALGAR: “Action Games, a large British toy firm, has brought out this 
game. In spite of the name it is nothing to do with the battle. (There 
are two harbours on the board marked ‘Cadiz’ and 'Gibraltar' but their 
position bears no relation to reality) but is a game of an imaginary Na- 
poleonic naval battle between two fleets of about ten ships. It's very 
simple and is robbed of all claim to be a Simulation by ridiculous victo- 
cy conditions. The winner must sail into the opponent's harbour, capture 
his flag and sail back to his own harbour." (ROGER SANDELL ) 


NAPOLEGN: This is another of the pseudo-strategical games. T only saw it 
at Nurnberg's Toy Fair: square grid, superimposed on a very simplified 

map showing some woods, two rivers, two streets and some historical villi- 
gest names (like Papelotte, Belle Alliance, etc). Blue and red pieces. 
Boxed, similar to a 3-M game. But - it plays similar to Halma (if your 
piece jumps over an enemy piece, this one is eliminated). It is published 
by Pelikan, price unknown. 

The interesting thing is that there is no problem (even not an ethical 
one) to seli this kind of strategical games here ~ but try to convince 


the same game-seller to sell real CoSims.. 


ARMADA is another tactical (or probably 'tactical') game of the same pu- 
blisher; I also saw it at the Toy Fair only: again boxed like a 3-M game, 
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attractive, transparent pieces (similar to the ones given in "Pagode") of 
two different Sizes, a map with big hexagons superimposed on a dark blue 
Sea. The pieces represent two fleets with 'Galeoten', 'Galeassen'! and 'Ga- 
leonen! (can't find the English words in my dictionary, but the last one 
are simply galeans). Ships can stay either in the center of the hexes or 
there where the lines of three hexes meet each other (i.e. in the corners). 
That's ali I know about this game - maybe somebody of you was careless 
enough to buy it and can give more details? 


TANK BATTLE, sold in Germany as "Panzerschlacht",at least looks very at- 
tractive, with a square grid (10x10 squares), a well designed map, nice 
little plastic tanks, buildings, canons, fuel depots, and a special board 
where (as I assume) your target hexes cet marked. For two players from 
8-80 years; as the prospectus says. It's published by Milton Bradley, so 
some of you might give us some additional information. I doubt that it 
might excite us, but at least it looks somewhat more interesting than the 
other 'strategical/tactical' games I saw at the Toy Fair. 


U-BOAT, three-dimensional, also by Milton Bradley, seems to be a more so- 
phisticated (?) version of the old pencil-and~paper game. Am I wrong? 


TANK COMMANDER, by Smurfit Cartons Ltd (Tonlegee Rd, Coolock, Dublin 5, 
Ireland) was probably the only war game (or so) shown at the Niirnberg Toy 
Fair. Neither AH, nor SPI ~ both now having representatives in Germany - 
showed up, unfortunately. Reviewed in "Games & Puzzles" 39,26 (Aug75), 
the game got high marks for skill, low ones for realism, originality. 
Game rules in several languages: English, Ducth, French, German, Italian, 
and probably Swedish and Spanish. And diagrams, explaining the (rather 
simple) rules. Metallic tanks, bridges. A map with rivers, hills, woods, 
and a square (!) grid. Each player gets some tanks, transporters (which 
may carry one tank or two bridge sections), bridge sections and a base, 
which is put either in the West or East part of the map. There from the 
tanks start: you move up to twd vehicles per turn; a tank moves up to 
four squares per turn and its fire power is three squares. No dice, but 
to destroy a bridge, a transporter, or a supply base the firing tank must 
be nearer to its target than against another tank. The fire af two tanks 
knocks out an enemy tank (it then is immobilised, the square with its 
wreck is impassable, but it can get transported to its own base and then 
is deemed to be repaired and ready for action again. You win by destroy- 
ing the enemy base or enough enemy tanks so that your oponent gives up. 
Postal play is possible, though I wonder whether somebody would care to 
play it by post, well, maybe some kids will. It's a sample game, but al- 
lows for some strategical planning, especially concerning the use of 
your few and not repairable (and therefore valuable) transporters and 
bridges. A nice introductory game - introductory to the subject, I mean, 
then there is not much you can learn for CoSim-play in this game. Price? 


¥2, maybe “4 - 


SPY STORY is no game, but "a novel by ten Deighton, author of the ‘Ip- 
cress File', and quite a few other similar novels, some of which have 
been made into movies. A friend insisted I read this befuddling and bo- 
ving book because of the wargaming theme, and the reference to Avalon 
Hill (page 224 of the pocketbook version). It's always good to see the 
outside world taking some notice of our hobby, but not worth reading this 
‘smash best seller'." (TOM OGLESON) (who, by the way, protests: "Qnly two 
‘Anzio! set-up! I have 15 PBM Anzios set up?" - and this was months aga, 
who knows how many there ere now...)(and, who also asks me to correct 
that he is not the designer (who is Dave Williams), but 'only' the rede- 
signer/reorganisator of "Anzio". Well - I hope this is correct now. +). 
(And speaking about Tom Oleson and his protestations anyway: here is a 
rather old one, which just may help to fill the rest of this page: “Jack 
((Greene, in a View of Isla Vista article)) THINKS I don't like to walk, 
but I do!" ((And somewhat scared I'm waiting on Richard's editing-ops..)) 
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WATERLOO WARGAME: (Airfix) "This comes in a huge box for #5.99. It is al- 
most a boardgame, for there is a large vinyl map of the Waterloo battle- 
field. Being an English game there are no Prussian forces to interfere 
with Wellinton's victory, of course. The playing pieces are plastic Air- 
fix figures, foot, horse and guns, which you have to cement on to rectan- 
gular bases whose size represents the strength of the unit, a most effec~ 
tive system. Movement is regulated by a pair of plastic dividers, marked 
off in set distances: for the various types of unit. The visual appearance 
of the game is first class. Not so the rules. For a start, the rule-book 
is as flimsy as that for ‘Kingmaker' (lst edition). The rules themselves 
occupy only a third of the 24 page booklet; the first third is taken up 
with, inevitably, a story of the battle and the second third explains how 
to glue the pieces together (which takes some time). Play itself seems 

as simple as NAW, if not simpler. Combat is resolved by a straight dice- 
throwing contest, modified by preponderance of force and the presence of 
generals. How this will work in practice I have still to find out. One in- 
novative rule which appeals to me is that you can only move 10,000 men 
per turn (=15 minutes); that should at least make for genuine corps-level 
attacks instead of the medieval mass punch-ups which "Napoleon at Water- 
too" (NAW) and "Borodino" usually degenerate into." (CHRISTOPRER MACLACH= 
LAN). 


NEW AH-RULES: Revised 2nd edition rules for "Blitzkrieg", $1.25, revised 
CRT card £0.25; 2nd edition rules for "Alexander the Great", £1.50, new 
Alex counters (half strength printed on the reverse side...), 31.00; new 
PBM-kit, $4.50ea; 2nd edition "1776" rules, £2; revised "Panzerleader" 
Scenario cards ("not necessary", but "purists may appreciate the subtle 
changes made therein"), £1.50... all prices plus postage. As per "The be- 
neral® XII/4.- "Waterloo", new cules, 41.25; "Stalingrad" 41.50 (1974).- 
I would say, for all these revisions you could also buy a new game in- 
stead - it would cost as much. Though the revisions I saw up to now (a 
more detailed review by Mark Saha will follow) are well made and neces~ 
sary, it nevertheless means, that finally an AH-game is ca 1.50 more ex- 
pensive as you thought when you bought the unrevised edition. It would 
be cheaper therefore to wait until the revised edition gets released, 
and maybe we should do that... but, of course... Ceterum censeo: I hope 
we shall soon get those marvellous games which need no revisions, no ere 
rata sheets, no clarifications - at least not within the first few years 
after their release (since, of course, the revisions of old games, like 
"Stalingrad", "Waterloo", "Blitzkrieg" are acceptable). If nevertheless 
revisions of recently released games are necessary, the company; not the 
customer should have to pay for it (as it was made with "Tobruk" - but 
there it might have been included in the higher initial price...) 3 or, 
at least, subscribers of the house-zine should get these corrections 
free as part of their subscription (as it was/is made in "moves" for the 
SPl-erratas). Especially for us here in Europe, these items are rather 
expensive - with postage fees between %1.50 (for one revision) and B3 
(for a vevision-set which costs #10). This, I feel, is neither a good 
_nor a correct solution. (wih). 


S&T-GAMES: The last six games, which have been included in "S&T" were: 
Mixie" (54)(North vs South in the 20th Century), "The Punic Wars" (53), 


Oil War" (52)(American Intervention in the Persian Gulf), "World War I" 
(51), "Battle for Germany” (50), "Frederick the Great" (49);1 only got 
a few comments on most of those games ~ I would like to get more; also 


I would appreciate if some of you try to answer the question, whether 
the change in format and maybe quality of the games in “S&T" did change 
their appreciation of "S&T", etc, etc. 


SPI-QUADS will be the main subject of the next issue of E; I have game 
descriptions and reviews on most/all of the quads (by Mark Saha, mainly), 
what I would like to get is YOUR judgements, notes, opinions, i.e. mate- 
rial for the "Gps & Info" parts - or your own reviews. Ukay? 
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SPI QUADS: "Blue & Grey I" (Chickamauga/Shiloh/Antietam/Cametery Hill); 
"Blue & Grey II" (Chattanooga/Btl of Wilderness/Hooker & Lee/Fredericks- 
burg), “Island War" (Leyte/Okinawa/Saipan/Bloody Ridge), "Modern Battles" 
(Golan/Chinese Farm/Wirzburg/Mukden), "Napoleon at War" (Wagram/Btl of 
Nations/Jena~Auerstadt/Marengo), "West Wali" (Hurtgen Forest/Bastogne/ 
Remagen/Arnhem).~ MAY: "Thirty Years War" (Freiburg/Litzen/Noérdlingen/ 
Rocroi); ¢ULY: "North Africa” (Cauldron/Crusader/Kasserine/Supercharge).-~ 


(Each Folio game: 45, the Quads £12, or in plastic bags 29) 


SPI: "Sorcerer" (Fantasy) 49/47, "War in the West" £30/%26, "Invasion Ame- 
vica" $12/%10; MAY: "Firefight" 39/47, "Russian Civil War" $12/%10, JULY: 
"Terribly Swift Sword" 420/216; MAY: "Breitenfeld" (S&T) $5, JULY: "Revolt 
in the East" (S&T) 25... 


ANOTHER "EUROPA"? IT just got informed by Mikael Bérjesson that GDW sent 
out (though, not to me!) the following folder: "We are planning on publi-~ 
shing a Europa-orientated newsletter, dedicated generally to statement, 
comments, opinions, and articles on the ‘Europa! Series and on its com- 
ponent games. (...) Firstly, we inted this newsletter (to be titled simp- 
ly 'Europa') to be published irregularly, and that it serve as a vehicle 
for both outside commentary and internally generated information. We have 
hopes that it will evolve into a sort of official organ for the ‘Europa! 
Series." 

Of course, I immediately protested. I can't understand why GDW intends 

to call its zine "Europa" too: they know very well that “Europa” exists. 
I hope they will reconsider this - it's enough that now we have several 
games with the same name, it's not necessary to have also zines with the 
same name. 


GDW: No info got. But they are said to have published a new catalogue. 
Ask for a copy: Game Designer's Workshop, 203 North St, Normal, IL 61761, 
USA. 


THE MARCH ON INDIA, 1944 was the game included in "Jagdpenther" III/11 
(the last issue I saw of JP); nice looking (yellow/brown es general as- 
pect), unmounted map, 43x70 cm; pro-printed, but rather thin counters; 
five pages of rules. The game is a developed version of Thomas R Fowler's 
"Burma 1944 = The March on India" (which was a supplement to "Albion" 50). 
(JP Publ, Box 3565, Amarillo, TX 79106, USA) 


JOKER is the little brother of “Europa", the first German CoSim-zine (but 
Tike — also including some material on Dippy, SF/F-games, adult games). 
Issue 1 (Jan76) had 38 pages (Diplomacy: Historical; game-review; explica- 
tion: Dippy per post; info about Dippy~zines; translation of Rod Welker's 
S&Tearticle "Power politics"; CoSim: introductory article, general descrip- 
tion; are CoSims realistic?; are CoSims unethical?(the "Wiirzburg"-scan- 
dal); part I of a translation of George Phillies's "Stalingrad" article; 
CoSim-zines/CoSim=PBM; AH-rules question-box (Panzerblitz); SF/F: intro- 
ductory arté-le; reviews D&D, Petal Throne; Adult games: reviews Railway 
Rivals, Quantum, Corona; tiddly-winks variations). I sent ait out to 300+ 
addresses up to now - and I hope we shall soon reach a lot of subscri- 
bers too; some very interesting people agreed to cooperate and contribu- 
te. I hope that a lot of the German-reading E-subscribers will subscribe 
to "Joker" too: it will be different than E, of course, and will need 

all your support to build up a strong German-speaking hobby fandom. (Ad- 
dress as per E, page 1; subscription: SFr/DM 10.-, 15.-, or 20.-3; the 
appropriate amount gets deducted, depending an the size of the issues). 
Issue 2 ~ April, 1 suppose = will have several reviews written by German 
players, a tactical article on "Chickamauga", part Il of George Phillies' 
Stalingrad-article, etc. 


EUROPA, OFFSET? I got a rather low-priced (German) offer which perhaps 


could allow to go offset, now or soon. I'm somewhat reluctant, especial- 
ly since I don't know any artist (covers, titles, etc). It might save 
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some time, though (1'1]1 need an awful lot of time to print, assemble, 

mail it). Whatever I'll decide, there will be no principle change. Actual- 
ly, E got quite a lot new subscribers, and if all of its readers renew 
their subscription, and if the increase of subscribers goes on like this, 
then the future of E looks very promising. Especially when a lot of you 
also will contribute: the ones who did up to now, but also the ones who 
never tried. And don't get frustrated, if yoUr contribution doesn't get 
published in the very next issue: I keep file of all information, opinion, 
note, article... Don't forget: — is less a-zine for readers, but mainly 

a@ zine for contributors - even if this contribution ‘only' consists in a 
few lines for the Cheesehole News or the Ops & Infos parts. But, may I re- 
peat: I just can't go on to correspond with each of you, although I real- 
ly would like to: but with my one-man-zine~'emperium' I only can either 
correspond - or publish... With this issue I shall have published more 
‘than 900 pages, but I wrote a multiple of this on letter pages - which is 
“just too much for one man and causes delayed issues. I hope you will un- 
derstand - and go on to write, to contribute, to find new subscribers/con- 
tributors. By the way, does your friend subscribe to E? 


THE GUIDE: "The Guide to Wargaming Periodical Literature" will stop to 
get published; instead of it, "The History of Wargaming Quarterly" will 
get published, interested in contributions of people who have direct me- 
mories of what has happened in the early days. (George Phillies, 910 
Tenth St, Apt B, Santa Monica, CA 90403). I hope the new zine will go on 
to give the Guide's bibliographical material. 


THE COLEECTOR'S CATALHES *' The Callector’s Gataleq and Price Gadde t4 War- 
gamers, 224.50, a6 4 MUST faz geme collectars, and nearly for all serious 
wargamers, Since it is the first nearly-comprehensive compendium of war- 
games. Even if one is not intended in collecting, here you can find 

what's been published on your favorite topics. Published by: George Coo- 
per, 12 Clonmel Ave, Burlington; Mass 01863, USA." (TOM GLESON) 

wilh. I've send George Cooper 23, in December - but up ta now the catalog 
didn't arrive here. Let's hope, I'il get it soon... 


NEW WORLD is "a play-by-mail, multi-player, political, diplomatic, milita- 
ry Simulation" run by Paul T McGraw, 2751 Claudette 4, Memphis, TN 38118, 
USA. ("Wargamer's Information" 10,6). Rules (40 pages), #4, each turn 

will cast 41.50 (zine/results)("MGR" 17,10). 


PORT ARTHUR. Strife Games Co, 3447 N Pacific Ave, Chicago, IL 60634, USA, 
advertises the publication of "The Siege of Port Arthur" game (26, US-ppd 
Tactical battalion-level game. 1904 battle, Russian/Japanese. (Ad in "Cam 
paign" 71,62). 


THE RUSSIAN CIVIL WAR (SPI) will be "the first in the Power Politics Se- 
ries and is proving to be very interesting, if chaotic. So far ((last au- 
tumn)) lots of troubles, but there sure is a lot of flavor! At one point 
we had over 30 leaders running around, from Trotzky to Kolchak to Pilsud- 
sky to Miller to a whole bunch of yo-yos. Game is quite confusing and me- 
chanistic now, but we're still working on the basic design. The big thing 
about this one, though, is (and so far this is only tentative) that the 
rather large map will be mounted... Saints preserve us!" (RICHARD BERG). 
( 
Ss 
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To be released in June 76). 
DC (Simulations Design Corporation, POB 19096, San Diego, CA 92119, USA) 
Should have sent a credit-note/game to all "Conflict" subscribers to 
whom they owed some money still (1, for instance, got "Jerusalem"). They 
sell: "Khalkhin-Gol" 37, "Battle for Hue" 27, "Jerusalem" 48, "Rifle-Mus- 
ket" $3, "Norad® $3 and say that they sell (but has somebody yet seen it) 
"Cromwell" 47, "Arab-Israeli Armor 1973" $2.50; "Khalkhin-Gol" and "Hue" 
are *being reissued in an expanded version"; "Cromwell" was said to be 
"immediately available" - which is just not true; though it was written 
in autumn or carlier... 1 hope the rest will be (still) available... And 
I know of at lcast 2 subscribers who didn't get a credit-note yet... 
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RAND-GAMES: Al Zygier of Rand=~games wrote a nice and kind letter and apo- 
dogized for what has happened (cf E 10/11); I also got the games I wanted. 
He also wrote: "We are perfectly happy to accept orders from Europeans. 
All we ask is that all orders be in US funds and that an exira 25% be ad~ 
ded to the price of each item to cover postage and handling.” (Which, in 
my opinion, is a rather high p&p charge). Rand-Games are also availabic 

by SPUK (7 Alexander Dr, Timperley, Altringham, Cheshire, WA1L5 GNF, UK). 

I therefore will publish the Rand-reviews I have got (and will still get, 
T hope) in next E: this one unfortunately got filled too fast with other 
stuff. 


ISE (International Subscription Exchange) is the cheapest and casiest way 
to get your money transferred from one continent to the other. Send your 
money to either Dave Johnson (UK) or Edi Birsan (USA)(addresses cf page l 
of this issue); if you want to get a subscription or a game, you write 

ta them to transfer your money to the appropriate publisher, and simulta- 
neously you write to this publisher too: by this you avoid high fees to 
transfer relatively small amounts of money; also your money reaches its 
destiny carlier, faster. Note: make checks out to Edi Birsan or Dave 
Johnson, not for e.g. "Europa" or sa. - 


ORIGINS IT, the US Wargaming/Miniatures/Diplomacy Con, will be held at 
Johns Hopkins University, Baltimore, Maryland; July 23-25.- Origins II 
also hosts Diplofon IX, the only recognized national Diplomacy Convention 
(formerly called DipCon). For details: write to Avalon Hill. 


NAVAL MINIATURES RULES, "Don't Give Up the Ship", 2nd Edition, revised 
and expanded, available now: TSR Rules (%5: TSR Hobbies, POB 756, Lake 
Geneva, WI 53147, USA; or: SFr 13.-/%2.60 from me, address etc page 1). 
BATTLE STATIONS! should get released in April (D Housman Associates, POB 
167, Mount Holly, NJ 08060, US)(price unknown yet). Some (free) quotes 

of the ad=flyer: designed by A D Zimm, original game by Fred Jane. Cove- 
ring all areas of naval warfare. Rules from simple basic rules to highly 
complex and accurate rules. Included will be a few actual metal miniature 
ships in 1:2400 scale. The game will be based to a large degree on recent-: 
ly declassified US Navy info. Sounds like an extraordinary naval miniatu- 
res game ~ now, we'll see. 


VIVA! (available from Flying Buffalo, POB 1467, Scottsdale, AZ 85252,USA; 
25) FlyBuff's "Wargamer's Information" 11,1: "A Mexican Revolution game. 
A two-color map (brown and black) on heavy stock, die cut counters (280 
of them in three colors), and complete rules with three scenarios. There 
is a Pancho Villa scenarios, a Maximillian scenario, and a ‘typical revo- 
lution! scenario. Designed by Russ Beland". 


MISSILE CRISIS 62, dealing with the planned US-invasion of Cuba (1962); 
four colour die-cut counters, large full colour map of Cuba. Air, land, 
naval & atomic warfare (US/UdSSR, Cuba, OAS). (Attack Wargmes, 314 Edg- 
ley Ave, Glenside, PA 19038, USA; Z7}(cf "Warg Inf" 13,6) (Attack Warga- 
ming/AIWA/Attack International also have several SF-games; some of them 
are mentioned in the SF/F-part of this issue.) 


SHORT, BUT FAST info is available by subscribing to "Wargamer's Informa- 
tion" (monthly; Flying Buffalo, cf above; 12/82, overseas: 12/$25 sea, 
£8 air); "Signal", bi-weekly (John Mansfield, POB 830, CFPO 5056, Bellvil- 
le, Ontario, Canada and D-757 Baden-Baden 1, BRD; 6/1). 
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FIGHT IN THE SKIES is TSR's latest (available from me, SFr 26.- or from 
TS8-USA, £10): Sth Edition of M Carr's game simulating World War I aerial 
combat (i.e. the "Richthofen's War" and "Flying Circus” subject). Its 
not a subject oan which I could comment, therefore I hope to get reviews 
of some af you. (The 4th - ? = or an earlier edition got reviewed and 
compared with the other two games mentioned above in "“Panzerfaust" 59,26) 


RUSSTAN CAMPAIGN, the former Jedko game - will be available from Avalon 
Hill now. (The General XII/5)(No price given). 


AH-GAMES: "Effective immediately, all the flat box games except ‘Tactics 
Il* and 'Blitzkrieg' will retail for 49.00" (instead of 8); "Tactics II" 
will remain at 45,"Blitzkrieg" at $10 (The General XII/5). 


ALESIA (cf E 10/11,72) will also get published by AH now. No price given. 
(I wonder whether those - like me - who payed some months/years ago far 
"Alesia" will get it now by AH...?) 


WHERE TO BUY YOUR GAMES IN EUROPE? 
Ee (address/UK-agent etc cf p l: Walter Luc Haas): Dungeons & Dragons 


SFr 26.-/4£5.20; Chainmail SFr 13.-//2.60, Greyhawk SFr 13.-/%2.60; Black- 
moor SFr 13.-/%2.60; Dungeon! SFr 33.-//6.40; War of Wizards SFr 20.-// 
3.95; Petal Throne SFr 65.-//%13.-; Starprobe SFr 16.50//73.10; Warriors of 
Mars SFr 13.-/42.60; Fight in the Skies SFr 26.-/%5.20; and the miniatures] 
rules: "Boot Hitit (Srr13.-/42.60, Iractics Shr 26.-//5.20, Benzer Warfa= 
re SFr 11.-/%2.20; Cavaliers & Roundheads SFr 8.-/¥1.603 imiceior Shr ie. 
42.60.- Set of 2 Percentage dice SFr 3.50/¥0.70, set of 5 Multi-dice (20-, 
12-,8-,6-,4—sided die) SFr 8.40//1.50.-- "The Strategic Review" (TSRts 
houSe=zine) SFr 11.-/¥%2.20 (for six issues).-- All items in stock (though 
only small stocks left of multi-dice: next delivery arrives in April).-- 


Metagaming Concepts: (address/UK-agent etc cf p 1: Walter Luc Haas): 
Notellar Conquest" Sir 23.-/44.390; "The Ythra”. SFr 21.-/#4.203s" "The Space 
Gamer" (MC's house-zine) SFr 13.-/42.60.- 


TSR/MC games sold by me: prices inclusive postage etc; if you want the 
parcel insured, add SFr 2.50//0.50 per order.- The prices are very low, 
lower than anywhere else in Europe: the TSR-discount coupons therefore 
can't be accepted; mostly all articles will be in stock and get mailed 
the day after your order arrives here. 


SPI-GERMANY: Folio-Games (%5-games) DM 22.-, %8-qames: DM 32.-: Reinhard 

Deutsch, Grafstr 43, D-6000 Frankfurt/M 90, BRD.- Some games will be sold 
with German translations soon.- Ask for list of available games; postage 

fee: DM 1.- per game.- In stock now: Prestags (Yeo,Spa,Cha,Leg), Mod Bttl 
(Chi,Muk,Gc1,Ger), Blue & Grey I (Chi,Shi,Ant,Cem), Napoleonic Quad (Mar, 
Jena,Wag,Nat), and NAW.- 


H=GERMANYs ef E 10/11,48 (hobbycommerz, Schillerstr 40, D-8 Miinchen 2) 


NETHERLANDS: Broes Kemink B.V., Stadhuisbrug, Utrecht, Holland; AH and 
SPI games.- SPI's for ca Hfl 25.~, AHS more expensive. 
S 


EASTRIKE, DECLINE & FALL (from Wargamer's Research Group) DM 30.-, resp. 
DM 28.-: Augsburger Spielebazaar, Heilig-Grab-Gasse 3, D-89 Augsburg, BRD; 


SPI-DENMARK: Jdérn Eriksem, Kjaerslund 2, DK-8260 Viby J, Denmark. Has a 
lot of SPl-games in stock and a fast, reliable service, as I was told. 
@8-games for DKr 55, $12/10-games, unboxed, Dkr 75, $10/8-games, unboxed, 
DKr 63.- "Inv of America" (DKr 75), West Wall Quad (DKr 75}, and "Fast 
Carriers" (DKr 63), all unboxed: all three together for BKr 150! One E- 
reader buying any game from Jdérn before June lst, might win “War in the 


Tt ¥ —_ 3 
West" or three ordinary SPl~games... Folios: Pkr 35- ,Guods Dir Fo= ask Te, 


SWEDEN: SPI-games: Reginald B Atkinson, Box 44025, S-400 76 Gdteborg.- 
AH-games: AH Scandinavia, PO Box 329, 5-13103 Nacka 3, Sweden.- 
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